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Includes all 22 cars. 16 circuits and official 
data from the 1998 Formula One World 
Championship Season. 


Accurate simulation and fun-to-play arcade 
modes. 


20+ camera angles and ability to create your 
own new camera positions. 

Multiplayer support for up to 12 players. 

Informative helicopter fly-over of each circuit. 


Fantastic graphics and speed. Plus 3D card 
and Force Feedback support. 


r,7i 

FORMULA 1 


www.eidos.com 


WORLD 

CHAMPIOHSHIP 




AND THE 

WlllfRIS... 

As the movie industry reveis in the wake of the Oscars, excitement mounts over the impending 
reiease of Star Wars: Episode 1 The Phantom Menace and LucasArts’ new high-speed racing game. 



EDITORS 


CHOlCt 


For too long the real-time 
strategy genre has been stuck 
in a rut. Since the release of 
Total Annihilation^ we’ve seen 
dozens of C&C clones, few of 
which have shown much in the 
way of innovation or originality. 
This month that all changed 
once IVarzone 2100 landed on 
my desk. This cracking 3D 
strategy game is packed with 
an abundance of original 
features and sets the new 
benchmark by which C&C: 
Tiberian Sun, Total Annihilation 
2, Star Trek: New Worlds and 
Star Wars: Force Commander 
will be judged. 


THE 


I Oscars, the film industry’s ritual back-slapping Call of Duty, GTA London and Aliens Vs Predator. 

I get-together, have been and gone for another Other highlights of the issue include a special report 
year. Tom Hanks left empty-handed despite Saving on Blade, which is looking better and better each 

Private Ryan collecting five awards, whilst the British time we see it, and detailed player’s guides to Alpha 

movie industry had a great night with Shakespeare in Centauri and Delta Force. 

Love picking up a remarkable Finally, I’d like tO take this 


six gongs. Next year could be 
so very different though. Once 
George Lucas’s new Star Wars 
title hits the cinemas, no other 
film is going to get a look in. 

So wary of the new movie are 
the major film studios that 
none of them are planning to 
release a movie around the 
same time as Phantom 
Menace, because they know 
nobody will have time for 
anything else. Well, except for 
possibly playing LucasArts new 
game, Racer. Based on one of 
the most exciting sequences 
from the film. Star Wars: 

Episode 1 Racer has the 
potential to 
become a classic. 

Read the exclusive 
Hot Prospect to 
find out more. 

Elsewhere in 

the magazine we have previews of Thrust, Twist & 
Turn, Star Trek: Birth of the Federation and Wild 
Metal Country. Whilst up for review are Premier 
Manager W, South Park, Commandos: Beyond the 



“BASED ON ONE OF THE MOST EXCITING 
SEQUENCES FROM THE FILM, STAR WARS: 
EPISODE 1 RACER HAS THE POTENTIAL 
TO BECOME A CLASSIC” 


opportunity to thank 
everyone who wrote to, or 
emailed, myself and the rest 
of the team with their 
thoughts on the new 
redesign. Most of you liked 
it, some of you hated it, but 
most importantly, nearly all 
of you had some suggestions 
about how we can make the 
magazine better. Over the 
next couple of months we 
plan to continue to refine the 
magazine’s new look whilst, 
at the same time. Introducing 
several new features. In 
response to your demands, 
we will also be increasing the 
number of 
previews each 
issue. Once 
again, thanks to 
everyone who 
wrote in, and if 
you’ve any more suggestions or comments, please 
email me at jon@rapide.co.uk, or send your letters to 
ULTIMATE PC, Rapide Publishing, 1 Roman Court, 48 
New North Road, Exeter, EX4 4EP. 



Jon Evans • Editor 
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ITS BACK AND THIS TIME ITS IN LONDON 
MISSION PACK ONLY £10.09 


Take 2 Interactive SoftvA/ane Europe . Hogarth House . 29-31 Sheet Street, Windsor, Berkshire SL^ 1 BY . United Kingdom 

-a- " and "Playstation" are trademarks of Sony Computer Entertainment Inc. Published by Take 2 Interactive Software Ltd 
Take-Two Interactive Software, Inc., the Take-Two logo and Grand Theft Auto are registered trademarks of Take-Two Interactive Software, Inc. 

Grand Theft Auto Mission Pack #1 :London 19B0. the GTA London logo and the RockStar logo are trademarks of Take-Two Interactive Software, Inc. ®> 1999 Taka-Two Interactive Software Inc. All rights reserved. 


• OVER 32 NEW MULTI STAGE MISSIONS 
• GARAGE OF OVER 20 NEW VEHICLES 

• BOOTY SHAKING SOUNDTRACK FEATURING CHART - TOPPING SKA AND GROOVY PERIOD MUSIC 
• ADD ON PACK TO THE MILLION SELLING, AWARD WINNING GRAND THEFT AUTO 
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JON AROUSSI 


Position: Sub Editor 
Game of the Month: Backgammon 
Hottest Prospect: Summer 
AKA: The Righteous Avenger 


STEVE BROWN 


Position: Senior Staff Writer 
Game of the Month: TOGA 2 
Hottest Prospect: Quake III 
AKA: Flukey Brown 


Half-Life has been THE network game at Rapide for 
some time now, with UPC and Total Control battling away 
over many a lunchtime. As good as it is, I am still a die¬ 
hard Quake II fan and Half-Life just doesn’t do it for me 
like Quake can. My love for id products goes right back to 
the seminal Doom and my open-mouthed naivety on 
seeing it for the first time and saying, “There will never be 
a better game than this”. Anyway, I managed to install 
Quake II on Chris and Aii’s machines and converted them 
(for a week, at least) to the simple, primal joy that the 
game has to offer. Of course, Chris then got all over¬ 
excited with Aliens Vs Predator and Ali went dribbling 
back to his Pac-Man emulator, but at least they tasted 
some real gameplay for a while! Quake III, I am waiting... 
WISE WORDS: ALWAYS CHECK YOUR BONFIRE FOR BABY 
HEDGEHOGS BEFORE LIGHTING IT 


ALI JENNINGS 


I don’t believe it. A game has arrived in the office 
that I don’t just like, I love! I want to marry it, I want 
its kids. Everyone thinks I’ve gone insane this month, 
quietly sitting at my desk and then jumping out of 
my seat, before loudly proclaiming to anyone who’ll 
listen (which counts as one person, on a good day) 
that ^'Aliens Versus Predator is the best game ever - 
even better than Doom!” It almost makes this job 
worthwhile, I tell you... 

WISE WORDS: IF AT FIRST YOU HATE A GAME, SLATE IT, 

SLATE IT AND SLATE IT AGAIN 


Well, err, game of the month has to be Pinky and The 
Brain. No really, top game. Every level you complete you 
get a short animated sequence... amuses me, anyway. 
Not much more really. Went up to London, saw a few 
things, then came back again. People in the office are 
starting to bolt up their computers in case I take them 
apart when bored, so I suppose my things of the month 
will have to be the flat screen ViewSonic monitor. Philips 
DVD and the ATI Rage Fury card, and that’s about It. 

WISE WORDS: IF AT FIRST YOUR COVER CD DOESN’T WORK, 
DEFRAG YOUR HARD DRIVE 


It’s funny to think that this time last month we were 
looking at the play-offs, but as all eyes turn to bottom-of- 
the-table Scarborough, the chances of the mighty 
Torquay United reaching Wembley for the second year 
running now look about as likely as us picking up a point 
at Ninian Park - oh, we did that - or holding our cordial 
Devon neighbours, Argyle, away - damn, did that too. So, 
after bizarrely losing at home to the lowly aforementioned 
’Borough, my vote for game of the month has to go to the 
Gulls’ 4-0 drubbing of promotion-chasing Halifax - and that 
was with a team full of YTS boys! In case you were 
wondering (and I know that you’re not. In fact I know that 
you’re thinking ‘who is this prat, and why is he droning on 
about a third division footle team?’ I see and hear all) the 
words ‘inconsistency’ and ‘Torquay United FC’ are often 
mentioned in the same breath. I like backgammon too. 
WISE WORDS: IF YOU WANT A GOOD GARLIC FLAVOUR, CRUSH THE 
CLOVE IN SALT WITH THE SIDE OF THE KNIFE. MMMMM... 


Biggest disappointment of the month was that my 
hot tip last issue. Shogun, has now slipped back to 
September. Gutted! Still, Blade looks a bit tasty in the 
meantime. It’s all pretty academic anyway really, since I 
made a bit of a faux pas this week. Having purchased a 
spanky new modem for my home PC, I then spent 
several hours getting more and more worked up as the 
bugger flatly refused to work. In a last ditch attempt to 
secure some kind of divine inspiration, I made the 
cardinal error of partaking in a ‘swift’ beer. One quickly 
became five, and suddenly reformatting the hard drive 
seemed a perfectly obvious and sensible solution. So I 
did, complete with all my audio and 3D card drivers, and 
now nothing works! The moral of the story is lager and 
PCs most definitely do not mix! 

WISE WORDS: HE WHO ERASES HARD DRIVES UNDER THE 
INFLUENCE OF ALCOHOL DESERVES A GOOD SLAP 


Position: CD Editor 
Game of the Month: Pinky & the Brain 
Hottest Prospect: Pace forks for bike 
AKA: Fatboy Fat 


Position: Reviews Editor 

Game of the Month: Barnsley 2, Wolves 3 

Hottest Prospect: Blade 

AKA: Ladyboy 


My game of the month proves the Wolverhampton 
Wanderers promotion dream finally has the potential to become 
a reality. 2-0 down, then a second half fightback crowned by a 
winning goal in the last minute. Glorious! I admit it’s not very 
games-orientated, but to be honest not much has inspired me 
this month. Maybe it’s the weather making me want to go out 
and frolic on the beach or something, but if you pushed me I’d 
say I enjoyed Premier Manager 99 more than I expected to. 
Army Men 2 is quite a laugh as well, especially now they’ve 
relocated it to a Land of the Giants-style environment, which is 
how it should have been in the fun-but-flawed original anyway. 


Game of the Month: Aliens Vs Predator 


Hottest Prospect: Spurs to win both cups 
AKA: Penfold 
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UPC TOP 5 GAMES FOR APRIL 


• Champ. Man. 3 • Eidos • 90 

• Aliens Vs Predator • Fox • 94 

• Delta Force • Novalogic • 82 

• Populous: The Beginning • EA *88 

• Warzone 2100 • Eidos • 92 




THE TEAM 

Yes, the motley bunch below really do get paid to play games all day 
long. And are they happy? Not by the looks of it! 






























A 3D action game of Biblical proportions 
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Coming soon on PC CD ROM 
WWW. requ iem.co.uk 
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UPC NEWS 


FRONT LINES 


ALL THE LATEST NEWS FROM THE PC WORLD... 


With Daikatana still nowhere in sight and Duke Nukem Forever now heading for a 
Septemher release, Id Software have seized the initiative with the release of some stunning 
new Quake III screenshots. Feast your eyes... 




QUAKE HITS THE NET 


ANTICIPATION GROWS AS ID RELEASE NEW QUAKE III SHOTS 


a pre-emptive strike aimed at 
stealing the limelight from the 
forthcoming release of Duke Nukem Forever 
and Daikatana, Id Software have released 
several new Quake III screenshots. 

It’s clear that the game’s graphic engine is 
now largely in place and it’s possible to see 
the game in all its glory. The characters look 


with multiplayer gaming in mind. As such, Id 
have placed great importance on getting the 
right balance between the weapons. It was 
felt by many that those in Quake II were too 
powerful in the hands of skilled players, a 
sentiment that John Carmack concurs with 
and has vowed to address: “We wouldn’t put 
up with a conventional sport that commonly 



“AN IDEAL GAME SHOULD GIVE SCORES AS CLOSE 
TO DIRECTLY PROPORTIONAL TO THE PLAYERS’ 
RELATIVE SKILLS AS POSSIDLE ” 

JOHN CARMACK • ID SOFTWARE 


Stunning, the real-time lighting effects are 
superb, and the architecture fantastic. 
Obviously, it’s impossible to tell much about 
the design of the levels from the screens, but 
Id’s titles have always been strong in this area. 

Although there will be a single player 
game similar to a multiplayer deathmatch, but 
against Al bots, the title is being designed 


reaches scores of 20 to 1 in championship 
matches, and I don’t think we should 
encourage It in our games.” He went on to 
say, “An ideal game should give scores as 
close to directly proportional to the players’ 
relative skills as possible. The better player 
should win in almost all cases, but the game 
will be more entertaining if the inferior players 



are not completely dominated.” A lot of the 
weapons familiar to players of Quake II 
have been retained for Quake II, although a 
lot of tweaking has been made to rates of 
fire, damage rates and impact areas, to 


ensure that deathmatch scores will be 
closer. It all sounds and looks rather 
tantalising, and we’re already massaging 
our trigger fingers in anticipation of the 
game’s June release. ■ 
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FRONT LINES UPC 


Surreal, currently working on finishing Drakan, have confirmed that it intends to license out the Riot engine which is as the heart of the S^me. 
Surreal claim that the engine offers superior skeletal animation and better lighting than most other engines. Stuart Denman, speaking on behaif 
of Surreal, commented, “our animation system allows smooth, single-skinned characters to have multiple animations playing at the same time 
within the same characters. The animations can also be blended with procedural effects so that characters can look at targets or smoothly pick 
up objects in the game.” If the engine can live up to its billing, Drakan could well provide Psygnosis with the PC hit that it’s been waiting for. 
We’ll be finding out over the next couple of months, with the game due to ship at the end of May. 


VOYAGER HOOKED 
BY RAYEIM 


DETAILS OF A NEW STAR TREK: VOYAGER ACTION TITLE ARE REVEALED 



RAVEN 


I acclaimed developer of 
I titles such as Hexen and 
Heretic II, have confirmed that development 
has begun on a new Star Trek: Voyager title. 
The game, to be published by Activision 
towards the end of the year, will take the 


release, commenting, “I am pleased to 
announce that Raven Software will be 
developing a Star Trek: Voyager game for 
Activision.” He continued, “Drawing from 
the rich Star Trek universe, we will be 
focusing our efforts into creating the most 


“WE WILL BE FOCUSING OUR EFFORTS INTO 
CREATING THE MOST AMAZING FIRST-PERSON 
SHOOTER YET” 

BRIAN RAFFEL • CO-FOUNDER RAVEN SOFTWARE 


form of a first-person action game. Players 
will be cast as a security guard upon the 
ship and will be charged with fighting off 
alien invaders. Although the missions will 
be focused on gung-ho action, teamwork is 
also going to be encouraged via Al- 
controlled security guards working with the 
player. Brian Raffel, co-founder of Raven 
Software, heralded the game’s forthcoming 


amazing first-person shooter yet, with new 
and intriguing gameplay elements. We are 
developing new Al and scripting systems 
so that the NPCs and enemies will 
intelligently react to their surroundings and 
situation.” Other than these few words, little 
is known of the game, which is expected to 
be released around Christmas. Whether the 
game will feature recognisable characters 



and locations remains to be seen, but one 
thing seems certain: Star Trek fans are in 
for a real treat. If the game can match 
Hasbro’s Star Trek: Klingon Honor Guard, 
then it can’t go too far wrong. ■ 


TORMENT FOR BLACK ISLE 

INTERPLAY’S BLACK ISLE STUDIO ANNOUNCE THE 
FORTHCOMING RELEASE OF PLANESCAPE TORMENT 


INTERPLAY 


I have done exceptionally well with their 
I role-playing games over the last 
couple of years. Fallout, Fallout 2, and now Baldur’s Gate, have all 
placed highly in the charts, and so it’s no surprise to find another 


RPG title looming on the company’s release schedule. Planescape 
Torment, developed by the company’s internal RPG studio. Black 
Isle, Is set in the Planescape world and is based on the Advanced 
Dungeons & Dragons ruleset. ■ 




COMING SOON 

THE GUARDIAN OF 
THE DARKNESS 

In Cryo’S upcoming fantasy, you 
will take the role of an exorcist 
monk sent out by a paranormal 
investigation company. The Gate. 
The game includes ten missions 
and over 150 weird locations. 
These range from Gothic 
mansions to fast food restaurants, 
an airship, a town of American 
pensioners and a ground meat 
factory. The gameplay involves a 
lot of piozle solving and spell 
casting in the eternal battle 
against the Unnamed. Your 
powers will include telekinesis, 
invocation, exorcism and trance. 
Spells and objects must be 
strategically managed and 
improve with experience. The 
release date is currently March, 
and ULTIMATE PC has previewable 
code for next issue. 
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UPC NEWS 


MIDTOWN MflniiESS 


Microsoft have announced that the new VW Beetle will be making an 
appearance in its upcoming racer, Midtown Madness. The new Beetle has 
been a huge hit for its manufacturers since its launch, and its appearance 
in the game is sure to prove popular with enthusiasts. Developed by Angel 
Studios, the game is set on the streets of Chicago and features lots of 
different cars. The game is slated for release in May. 







shaped as old ’57 cars, rebuilt with 
powerful jet engines.” Racing games are 
certainly plentiful on the PC at present, 
but at least the game promises some 
original locations upon the scorched 
planet. You can find out more 
information at the Church’s website. 
Point your web browser at 
www.demigods.com. ■ 
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50*S MUSCLE CAR^ WIU STILL EXIST ON MARS 




MARS mtms PROMISES WEIRD LOCATIONS 


DUKE NUKEM WHENEVER 

MORE DELAYS IN THE RELEASE OF DUKE NUKEM, BUT ALL SEEMS WELL AT 30 REALMS 


TO INFINITY AND BEYOND! 

ACTIVISION ANNOUNCE NEW 30 PLATFORMER 
BASED ON DISNEY’S TOY STORY 2 


upon the plot from the new film, the game 
will feature its main characters and 
locations, which are more outdoor-based 
than in the original flick. Although details 
as to the game’s content are yet to be 
confirmed, a source claimed 
that the game would capture 
the style of the film with some 
sensational graphics. The PC 
is not famed for its platform 
games, and not even the likes 
of Croc, Pandemonium 2 and 
Gex 3D - all of which 
reviewed well in UPC - have 
changed that fact. However, 
with PCs becoming 
Increasingly more accessible 
to all ages. Toy Story 2 could 
still be a hit. ■ 


ALTHOUGH 


I 3D Realms 
I have been 
exceptionally strict with the release of 
game materials and information (they 
have still only officially released two 
screenshots), new details about the 
eagerly-awaited sequel to Duke Nukem 
3D have been released by the 
company’s President, George 
Broussard. And the good news for all 
the game’s fans is that the celebrated 
strippers are back, and this time they’re 
going to be motion-captured! George 
Broussard explains: “Chris Hargrove 
already has the full skeletal system in 
the game, and it all works great. A 
character can be doing his animations 
and you can use the bones in the 
skeleton to override various animations 
- have enemies’ heads track Duke’s 
position, shoot them in the shoulder and 


they can recoil, independent things like 
ponytails or tails while doing another 
animation. Once you have skeletal 
control and motion capture data, putting 
animations in the game becomes trivial 
and capturing complex motions like 
strippers becomes easy.” Well, that’s 
reassuring to know! 

With the game originally due in 
Easter, but still nowhere to be seen, 3D 
Realms are clearly being bombarded 
with demands for a new release date. 
The game’s official website at 
www.3drealms.com has an answer for 
everyone seeking an info on this all- 
important question. Atop of the page, 
in big, bold letters, the answer simply 
reads ‘When it’s ready!’ We have it on 
good authority that this interprets as a 
date sometime in September... at the 
earliest! ■ 


BUZZ 


I Lightyear and Woody, set 
I to star in Disney’s sequel 
to the acclaimed Toy Story, are due to 
make their PC game debut in a new 3D 
platformer expected later this year. Based 


have added to their number of 
Bii. TZ dih M winter releases with the 
announcement of a new racing game 
going by the name of Mars Maniacs. 
Developed in Australia by the bizarrely 
named Church of Electronic 
Entertainment, the game is being billed 
as “a fast racing game set on the planet 
Mars, where gamers race in hover crafts 


GO MAD ON MARS! 

EA, EVER KEEN TO ADD TO THEIR PORTFOLIO, HAVE 
SNAPPED UP THE AUSSIE-DEVELOPED MARS MANIACS 


EA 
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Ubi Soft 


3D0 


AR^IY MKIVII takes plastic toy soldier warfare into the kitchen, 
bedroom, front yard and garage. As Sarge you will lead the green forces 
into head-melting, plastic-body-part-exploding, combat mayhem; only this 
time the battle is for the kitchen sinki 


© 1999 The 3DO Company. All Rights Reserved. Army Men, Real Combat. Plastic Men., 3DO, and their respective logos, are trademarks and/or service marks of The 3DO Company in the U.S. and other countries. 
All other trademarks belong to their respective owners. Ubi Soft Entertainment Ltd, Vantage House, 1 Weir Road, London, SW19 8UX Tel: 0181-944-9000 Fax: 0181-944-9300 http://www.ubisoft.co.uk 
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UPC NEWS 


EXPENDABLE NEARS RELEASE 


Rage have confirmed that the release of Expendable is now imminent, and 
30th April has been set as the game’s official launch date. We had hoped 
to bring you a review of the product, but unfortunately finished code 
wasn’t ready in time to beat the magazine’s date at the printers. We’ll 
bring you a review of this promising third-person perspective action game 
next month instead. 


LET’S SEE THAT AGAIN 


Lego, keen to expand its presence in the video games market, has announced 
details for two new titles due later this year. First up will be Rock Raiders in 
September. A hybrid of point and click adventure and real-time action, the 
game will challenge players to extract minerals from a planet. Second up is 
Lego Racer, which will give players the chance to create their own vehicles 
from the famous building blocks and then race them on a variety of tracks. 


ACCLAIM DECLARE WAR 
ON THE RTS GENRE WITH MACHINES 


MACHINES 


I is the title of a 
I new RTS game 
developed by Charybdis Ltd. and published 
by Acclaim. Andy Smith, head of 
Charybdis, wanted to re-address the stale 
state of RTS gaming, stating, “We felt that 
the genre needed a breath of fresh air”. 

Set in 2171, mankind has destroyed itself, 
leaving only a race of planet-colonising 


machines on four habitable planets which 
evolve and survive along Darwinian 
principles, eventually becoming self- 
aware. The machines then continue their 
colonisation of the universe, waging war 
on other alien and machine cultures. You 
are in control of this machine culture and 
your goal is not only survival, but 
aggressive domination of the universe. 


There will be 20 different campaign 
scenarios and a wide variety of alien 
environments, from barren asteroid belts 
to lush green planetscapes. You will have 
to put research into the development and 
construction of your machine army and 
weapons of war, which include ion 
cannons and nuclear warheads. Covert 
operations and espionage will be a major 



tactic in the game, to steal research plans, 
sabotage development plants and secretly 
move units into position. 

The game seems to be following recent 
trends in RTS and Sim games, giving the 
player a much greater variety of control. As 
with other games now in development such 
as Braveheart and Theme Park 2, Machines 
will feature real-time polygon environments 
with multiple camera perspectives, 
including isometric, first and third person. 
This means that you can assume real-time 
control of any of your vehicles and travel 
across the landscape, doing battle right in 
the thick of the action. Further features of 
the game will include four-player Internet 
support, fifty different machines and over 
twenty five different weapons. Machines is 
now a long way into development, and we 
can expect to see a spring release. ■ 



FRINGE BENEFITS FOR 
NOVALOGIC’S ONLINE GAMERS 


lYYjnTTtfT] The Fringe will be 
■1 a VT I J A i k H the strange title of 
a new game planned by NovaLogic. Not an 
artificial hairpiece simulator but a space- 
based action/adventure, it should be 
available in autumn this year. Programmer, 
Randy Casey, promises, “an entirely new 
gaming experience.” This will entail ground¬ 
breaking gameplay, whereby up to 120 
players will be able compete against each 
other using the company’s online service. ■ 



SOUTHPEAK 

GETS WILD AND GOES WEST 


SOUTHPEAK 


Interactive 
has 

secured a deal with Warner Brothers to 
develop and publish a PC game based 
on their coming film. Wild Wild West. 
The comedy western stars Will Smith 
and Kevin Kline and will be released on 
July 2nd this year. With such big stars, 
the film is bound to receive a lot of 
attention, and this should rub off on the 
associated game. The head of 
SouthPeak, Armistead Sapp, is 
understandably chuffed, describing the 
game license as “a tremendous honour” 
and promises “to deliver a game that’s 
as exciting and entertaining as the 
movie.” A decent PC Western game 


.£i\l IN BLACK . 
- ^ A 




WILL SMITH'S UST FILM-TO-SAME. ffilB 


would be well appreciated, but whether 
it will be good, bad or just plain ugly, 
remains to be seen. 

A second game to be published by 
SouthPeak is being developed by Boss 
Game Studios under the title Boss Rally 
PC, and is due for an April release. It 
will not be a rally game for the true car 
fanatic. SouthPeak boss, Armistead 
Sapp, says that, “If you’re the kind of 
person who diligently changes your oil 
every 3,000 miles, this game might not 
be for you. But if you believe cars are 
made with sheet metal so you can 
crush ‘em like empty beer cans, then 
this game will have you firing on all 
cylinders.” Sounds like fun, but it will 
have to compete with several other top 
rally titles this year (see Sports Desk). 
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PENALTY/I 


STEAL THE 


SMACK 


PEMEMBEP KIPS/ 

EVEpytlME you BAMBOOZLE THE PEF 
yoO'PE BAMBOOZLlN<5 yoOPSELF. 
BE LUCE ME ANP PLAy THE 
ViVA FOOTBALL WAy 
ON PC ANP PLAYSTATION. 




NO TIME FOP tCiSS' 
CHASE CiPLS. 

I M OFF TO PLAY 
ViVA FOOTBALL. 


StJOVE OFF 
POTATO 
FEATOPES/ 


pToK *** 


n^HE GAME GETS j 




„,4 A»D y 


|PENALTy/l 


I penalty/ I 


BUT WE 
HAVEN’T 
KICKEP 
OFF YET. 


HANC ON LAPS. 

WE PON T HAYE to play 
LIKE THIS. WE CAN PLAY 

With skill anp honesty... 
...A Bit like enclanp. 


© 1998 Virgin Interactive Entertainment (Europe) Limited. All rights reserved. Virgin is a registered trademark of Virgin Enterprises Limited. All rights reserved. 




















UPG NEWS 


BATMAN RETURNS 


News has filtered into the office of a new licensing deal between Warner 
Brothers and Ubisoft which will see a Batman title gracing our screens 
late next year. At present the unnamed game is still nothing more than a 
concept, and it’s unlikely we will be seeing anything of the title until the 
end of the year. Ubisoft would only confirm that it will be “based on the 
animated series, the New Adventures of Batman.” More info as we get it. 




Following the success of Roller Coaster 
Tycoon, Hasbro have launched a new website 
where players of the game will be able to 
download new rides and upload their own 
creations for others to enjoy. The site can be 
found at www.rollercoastertycoon.com 




COMING SOON 
DARKSTONE 

Developed and published by 
Delphine Software 
international, Darkstone will 
be a medieval fantasy RPG. 
Delphine and head developer, 
Paul Cuisset, have an 
excellent background in the 
creation of unique and 
immersive worlds, with 
previous titles Another Worlds 
Flashback and Fade To Black 
under their belts. The story 
involves a malicious dragon, 
Draak, who has decided to 
annihilate mankind, in a 
classic fantasy storyline, you 
and your companions must 
find seven crystals and bring 
them together into a powerful 
orb to defeat Draak and his 
evil minions. The game will 
feature eight scenarios and 
thirty two levels, using a 3D 
engine and real-time fighting. 
You can play as either of two 
characters or with up to 
seven companions in CO- 
operative multiplayer mode on 
a LAN or the Internet. The 
game ships in May, and 
ULTIMATE PC will have more 
details for you next month. 

BPTiBBliiifr' 


IMAGIC IN A FURY 


ALTHOUGH 


Interactive 
Magic’s move 
in to the more mainstream, mass market 
products seems to be complete with the 



announcement of a real-time strategy 
title, Red Fury. Set for release in 
January of the next millennium, the 
game is set on a terraformed Mars. With 
the planet largely underwater, the game 
is expected to feature mostly sea and 
air units. In order to create new and 
innovative water effects, the developers 
have created a brand new engine. A 
spokesperson for Interactive Magic 
explained: “A special dynamic water 
engine has been developed for this 
high-tech combat title.” The real-time 
strategy genre is as cluttered as ever at 
the moment, but at least the water- 


based combat promises something 
slightly original. 

This month has also seen the release 
of some new screenshots from the 
company’s forthcoming empire-building 
strategy game, Seven Kingdoms II: The 
Fryhtan Wars. This keenly-awaited 
sequel to Seven Kingdoms promises 
enhanced features and a more 
comprehensive range of options than 
the original. Player’s duties In the game 
will include constructing buildings, 
trading, diplomacy, training soldiers and 
military expansion. One to look forward 
to, we reckon. ■ 



UNREAL TOURNAMENT 


OVER 


I the last month more 
I details have been 
emerging about Epic’s Unreal 
Tournament over the last month. 
Developed as a standalone, multiplayer 
version of the acclaimed Unreal, the 


Tournament edition will feature brand 
new levels, weapons and characters. 
Epic’s Mark Rein recently revealed some 
details about one of the more interesting 
new additions to the weapons arsenal: 
“The Redeemer, ‘the rocket you ride,’ is 






■ 

TOURNAMEr 

VT 


the really big gun that’s a lot fun, but it’s 
really dangerous too.” Riding a rocket? 
Dangerous seems an understatement. ■ 


PRICE WAR! 

BUDGET WARS RAGE AS MIDAS AND GT LAUNCH NEW LINE-UP 


MIDAS 


I Interactive have unveiled 
plans to launch a new 
budget range priced at just £2.99. The 
Pocket Price Games range will be broken 
down by genre into several •'ub-brands with 
a number of titles available In each. Most of 
the titles have never been released before 
for obvious reasons, but Midas are 


promising “a few real gems.” At £2.99, the 
games are exceptionally well-priced, and 
Midas are hoping that this will encourage 
people who wouldn’t normally buy games 
to give them a try. With the budget market 
ever Increasing, the move is certain to start 
a new price war, with GT looking favourites 
to fire off the first shots with its new Value 


Division. Although more expensive, the 
Value Division is expected to feature classic 
titles like Doom. Should Midas and GT both 
enjoy success with their new budget 
ranges, the move will surely be followed by 
other companies, and this means only one 
thing - more games at a cheaper price. 
Good news for all PC gamers. ■ 
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After intense speculation, Take 2 have finally confirmed that a sequel to Rainbow 
Six is in development. Although no specific details as to the content have been 
announced, Amy Curtin, Take 2^ PR Manager, revealed, “We can confinn that 
we will be releasing a sequel to Rainbow Six, It will be released in September 
1999 and we’ll have something to show at E3.’’ She went on to say that a title 
has not been finalised yet, although it will definitely not be called Rainbow Six. 


BATTLEZONEII 




■ reported several months back, a 
sequel to the acclaimed 
Battlezone is on the way. Developed by the 
same team at Pandemic Studios that 
created the original, this highly promising 
sequel has the UPC offices drooling in 
anticipation, especially after the release of 
some stunning new screenshots which 
highlight the new craft designs and superb 
3D environment. If you’re unfamiliar with 
the original (UPC 6 - 91%) it offers a 
compelling mix of real-time strategy and 
explosive action. Build a base, manage 
resources, command vehicles and attack 
the enemy, all from a first person view that 
places you right at the heart of the action 
in the middle of the battlefield. Whilst the 
original was set on the moon and featured 
rather bland landscapes, Battlezone II 


promises more exotic locations on strange 
new worlds. Set In the future, the game will 
boast 30 high-tech units, including tanks 
and assault turrets. Most of these can be 
commandeered by the player at any point 
in the game. With a release date tentatively 
pencilled in for Christmas, Battlezone II will 
hopefully be around in time to bring us all 
some festive cheer. ■ 


ACCLAIM 
LEAD REVOLT 


ACCLAIM 


I promise to turn 
I the racing genre 
on its head with the forthcoming release of 
Revolt. Radio controlled cars with minds of 
their own are the competitors in this 
outrageous racer in which anything goes. 
The game will feature twenty eight cars. 


fourteen different tracks and numerous 
weapons and pick-ups when it Is released 
in the summer. With support for up to 
twelve players in the multiplayer mode, it 
sounds like it could be the PC’s answer to 
Micro Machines, although it is set to be 3D 
accelerated only. ■ 















UPC NEWS 


SPORTS DESK 

PUT YOUR LEATHER GLOVES ON, YOU’RE GOING FOR A DRIVE 


With several top-selling rally games already 
under their belt, Europress seem set to blow away 
all competition with their stunning new title. 


GREMLIN REVEALING LIHLE 
ABOUT RALLY MASTERS 



SWEDISH 


I company Digital 
I Illusions are 
developing a new rally game for 
Gremlin Interactive, working title Rally 
Masters. There are very few details at 
present, but the screenshots indicate a 
very good-looking game. The vague 
press release promises “tons of cars 
and stages cleverly arranged In several 
different championships and game 
modes”, but this is hardly innovative and 
it would be shocking if it didn’t offer 
such basics. The release will be multi¬ 
format (PC, PSX and N64), but whether 



this will be a simultaneous release is not 
known. More details as we squeeze 
them out. ■ 


EA AND EIDOS RACE TO 
FIND THE WINNING FORMULA 




actual placement of cameras on the Formula 
One Grand Prix circuits. 

Rumours suggest that Electronic Arts 
have also secured a Formula One licence for 
a new 1999 title. Whether this will feature an 
all-new engine or use the already developed 
NASCAR engine is not yet known. ULTIMATE 
PC will have the details for you as soon as 
they emerge, but with Eidos and EA both 
warming up on the grid, it should be an 
excellent year for Formula One fans. ■ 


EIDOS 


I have just signed a three 
I year deal to distribute a 
single Formula One game with publisher Video 
System, who usually deal with Japanese video 
games. The game will be based upon the FIA 
Formula One World Championship, will use 
actual season data from 1998 and will be titled 
Official Formula One Racing. They plan to 
feature eleven teams and their cars and to 
include sixteen circuits from the 1998 season. 
The tracks have been mapped in great detail 
and modelled right down to the last bump. On 
top of the usual racing views, a new intelligent 
camera system has been put in place that 
should follow the action with much smoother 
angles, imitating real 
filming. The camera angles 
have even been 


mapped to the 


THE MOST 
REALISTIC GAME 
EVER SEEN? 





RALLY 


Championship ’99, 
developed by 
Magnetic Fields and published by 
Europress, is due for release in late 
spring this year, and ULTIMATE PC will 
have a playable demo for you to check 
out any time now. The screenshots 
and rolling demo for the game are 
shocking in their realism and the 
photo-realistic graphical standard 
could easily become the new 
benchmark, not only for the driving 
genre, but also for a much wider 
spectrum of 3D games. The game has 
broken the mould of traditional driving 
games and will give you the freedom to 
drive practically anywhere on the 
landscape and will, at last introduce 
texture and model animation for scenery, 
spectators, animals and water in a truly 
interactive environment. 

The 36 stages of the Mobil 1 British 
Rally Championship have been 
reproduced with exact detail using 
careful filming and photography. There 
will be 20 cars to race over some 400 
miles of track, the 
cars will 


feature fully working instruments in a 
3D dashboard, with co-drivers and pace 
notes. They will have independent 
suspension and enhanced crash 
sequences. You will need a high spec 
machine and 3D card to run the game, 
but it makes no apologies for taking 
advantage of the latest technologies, 
supporting 3D video cards, 3D audio, 
force feedback and featuring Pentium III 
optimisation. If you have a fast machine 
and want to get a racing title this year, 
check out our upcoming demo before 
buying anything else. ■ 
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The worlds best selling Cheat System 
has now arrived for PC 
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CHARACTERS LIVES HEALTH WEAPONS AMMO 



EXTRA 

VEHICLES 


Preloaded with the HOTTEST game codes 
Easily updatable with NEW codes 
Stores THOUSANDS of codes 
User friendly Menu driven interface 

Action Replay is the ultimate computer 
game enhancer for Windows® 95/98 
games. With Action Replay, you can 
take your gaming to new levels of fun, 
excitement, and victory! Gain access to 
hidden characters, weapons, and 
vehicles. Even the odds with infinite 
health and endless ammo. Obtain those 
hard-to-find keys with ease. "Put in the 
fix" so your team always wins. Action 
Replay takes you where you want to go. 


lFRa=LA- 


Action Replay's easy-to-use, mouse- 
driven interface makes it easy to 
retrieve hundreds of pre-programmed 
codes, and connect to the internet for 
thousands morel 
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If you want know all the latest salacious gossip, unfounded rumours, see the iatest screenshots 
or even read the very iatest news as it breaks, you’ii find it right here at UPC’s Network... 


RUMOUR MILL 



TOP 


feedback mouse, in the pipeline from 
Logitech! This is no joke. Apparently the 
device will be attached to a special mat via a 
bar. It’s designed to enhance the experience 
of the vast majority of PC games which 


BRIBE OF 
THE MONTH 

ALIENS vs PREDATOR 

This month’s biatant sweetener 
came from Fox Interactive to 
coincide with the arrival of 
Aliens Vs Predator review copies 
- a funky (and bloody heavy) 
army ammo crate packed with 
videos and sweatshirts. 
Obviously, in the interests of 
keeping the review unbiased, 
Chris wasn’t allowed to get his 
hands on any of it (he he). And 
he still gave the damn game 94! 
Maybe all the accusations of 
being an old misery for slagging 
everything have finally got to the 
poor lad. 

A mention for Grolier’s Tank 
Racer beer, table mat, mug 
and bottle opener, but the 
overall quality of bribery this 
month has been very poor. 
Come on, industry bods, send 
us some stuff! 


employ mouse control in some form or other. 
On the outside the mouse will look pretty 
standard, but it contains a custom chip 
which processes and implements the force 
effects. Genius or gimmick? We’ll let you 
know when we get a sample version. All we 
know for the moment is that it’s slated to 
retail at under $150 (about £100), which still 
sounds like a lot of dough to us! 

Next up we have word of a new 3D 
accelerator card from the boffins at Creative 
Labs. Currently known as the Savage4, the 
card will, apparently, give razor sharp 
definition In games such as Half-Life rather 
than simply smoothing the pixels over to give 
the illusion of a sharper environment, as 
3DFX does. Instead of breaking up into pixels 
as you approach, new details will become 
clear the closer you get. The technique is 
called texture compression and promises to 
take us a couple of steps nearer to the 
nirvana of true photo-realism within video 
game graphics. Both Creative Labs and 
Diamond Multimedia plan to have Savage4 
cards on sale by the summer. We can’t wait! 

Multiplayer fans who’ve not yet sampled 
the unique experience of combat through 





Novalogic’s Novaworld online gaming service 
ought to check it out. The site has now 
logged a massive four million hits, making it 
quite clearly the place to be for all things 
multiplayer. And speaking of Novalogic, 
check out this month’s news story on 
Tachyon: The Fringe which, along with 
Maximum Overkill (see elsewhere in this 
month’s Network), provides further evidence 
of Novalogic’s commitment to breaking away 
from their combat simulation type-casting. 

Good news for Starcraft fans. Amazing 



Stories magazine is to publish some short 
stories based on the storyline to Blizzard’s 
rather spiffy intergalactic strategy game. 
Chris Metzen and Sam Moore, who designed 
the game, are penning the tales, with artwork 
also supplied by Blizzard, so you can be sure 
they’ll retain the flavour of the game. Keep 
your eyes peeled. 

We have unofficial confirmation that 
Actua Soccer 4 will happen. Unfortunately 
that’s about all we do know. Whether it’ll be 
out this year or released to coincide with 
Euro 2000, we just don’t know. More info as 
we get it. 

And finally, two big sequels to come 
from Interplay. Freespace 2, follow-up to the 
excellent Conflict: Freespace, is scheduled 
for late 1999, while Descent 4 has been 
confirmed but won’t appear until sometime 
next year. That just about wraps it up. More 
whispers, leaks and word o’ mouth from the 
industry grapevine next issue. ■ 


PENULTIMATE* 


IT TAKES ALL SORTS 

You’ve probably heard this 
argument from the opposing point 
of view, but here goes (deep 
breath)... Unreal is 100% better 
than Quake IL Now please don’t 
start with your pathetic, “Blah, 
blah Half-Life, best game etc.”, 
because I’m sick and tired of it. 

You’ll probably say that Unreal’s 
weapons are more puny - that’s not 
true. Quake ll’s weapons are simply 


louder and the enemies weaker, 
making the guns feel more 
devastating. Also, Unreal’s levels 
are more imaginative. You also get 
Botmatch free without having to 
root around on your demo disks 
trying to find one which has Final 
Eraser on it. The graphics on Unreal 
are simply superb and the water 
and reflection effects are top-notch. 
Come to think of it, there really isn’t 
much to debate about. Unreal is 


superior m every way. 

• John Bowman, Bucks 

I’ve never said Quake II is a great 
single player game - or even a 
good single player game come to 
that I find it tedious and the 
enemy Al thoroughly 
unsatisfactory. When it comes to 
multiplayer, on the other hand, it 
kicks Unreal up and down the 
hallway. End of story. 






THE OLD QUAKE VS UNREAL DEBATE AGAIN. EH? 
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IN THE BIZ 


STUART LEDGER H|fJSi4?fij67HATWRE 

sjiirjfWpW- 


WHO ARE YOU? 


Stuart Ledger. PR Executive. Gremlin Interactive 

HOW DID YOU GET STARTED 
IN THE GAMES INDUSTRY? 

I came through the back door. 

WHAT GAMES ARE YOU 
PLAYING AT THE MOMENT 

Roller Coaster Tycoon 
Wild Metal Country 
Pitfall 

WHAT NON-GREMLIN 
GAMES DO YOU THINK 
. AST 


PLASH 


WILL MAKE A 
IN 1999? 

The usual suspects: Gran Turismo 2, 
Driver, GTA 2. Driver could be the 
dark horse, though. Seems like 
there is room for a good quality 
beat-’em-up somewhere. Wonder 
if we got one? 


Specialist press sleaze campaign, I’m afraid. 
It’s true - I’m from the North. I love it! As 
much bread and dripping as I can eat. 

My gaffer gives me a blank canvas upon 
which I can boldly paint my PR strokes. I can 
take an idea and run with it, free of any 
unnecessary interference. We’re a tight little 
unit, what with the old maestro Steve 
Mckevitt at the back, Martin Bramall 
providing the glamour, and me the prodigious 
talent that justifies Steve’s youth team policy. 

WHO WOULD WIN IN A 
FIGHT OUT OF BILLIE AND 
BRITNEY SPEARS? 

Don King. Swindon Civic Hall would be sold 
out. Result-wise, I fancy Britney to bottom 
Billie in the fifth. ■ 



BIG RON’S EVEN BIGGER 
GIVEAWAY (ISSUE 18) 

First Prize 
Peter Byrne, Dublin 
Second Prizes 
Sharon Lawlor, Scarborough 
Michael Yorke, Bromsgrove 
Richard Waine, Abingdon 
Matthew Booth, Bamford 
M Wiltshire, Coventry 

VIVA FOOTBALL (ISSUE 19) 

First Prize 

Neil Clitherow, London 


ON THE DRAWING BOARD: Amen The Awakening 


Fans of Day of the Dead will be interested to hear the 
premise for the next big project for acclaimed 
developers Cavedog, the people responsible for Total 
Annihilation. Set in the 2032, the story begins on 
Christmas Eve when, for reasons not entirely clear (until 
you finish the game at any rate), a third of the world’s 
population goes mental and embarks on a murderous 
killing spree. The Afflicted, as the victims are known, 
run amok, but survivors of the attack are able to create 
and defend a ‘safe zone’ in Europe. Unfortunately North 
America is being systematically overrun and 



REMEMBER THE MALL IN DAWN OF THE DEAD? THE GRAPHICS ENGINE SHOWS EXCELLENT DETAIL 


something’s got to be done to bail them out. Enter ex- 
SAS man. Bishop Six, to save the day! 

Expect stunning visuals in this all-new 3D first- 
person action game which promises more depth 
than simply blowing away one bad guy after 
another. Real world-style intuitive puzzles will form 
a big part of the challenge, meaning a keen mind 
will be just as important as an itchy trigger finger 
when you come to tackle the game’s twelve levels. 
That might not sound like many, but apparently 
they’re going to absolutely vast and very varied, 

^ including an entire airport, built 

and modelled to scale. 

There will be LAN and internet 
/ ^ multiplayer options, but you’ll 

I I need a Voodoo II to run it when it 

: I I ■ 7lai comes out, hopefully sometime 

_ " during the summer. If you want to 

know more, there’s loads of info 
—on Cavedog’s excellent website at 
IHDWS EXCELLENT DETAIL www.cavedog.com. 



OVERKILL 


Novalogic have long been 
known for their in-depth 
military simulations, but now 
they’re branching out into the 
first-person shoot-’em-up 
market. With up to 32 players 
able to compete in the 
multiplayer game via 
Novaworld, Novalogic’s internet 
gaming site, it should be a 
blast, but the most interesting 
element is the introduction of 
various vehicles, which is 
something we’ve not really seen 
in this style of game before. 
There’ll be ten in total, taking in 
both aircraft and ground-based, 
which is sure to enhance the 
interest value greatly, as will 
the arenas. Rather than being 
based inside in corridors and 
fairly confined areas. Maximum 
Overkill will feature big, open 
battlefields, which means 
experienced fraggers will have 
to come up with all-new tactics. 
Maximum Overkill is scheduled 
for release sometime in the 
summer, but no specific date 
has yet been confirmed. 



SCRDOGE LIVES! Or you could wait ten years until all 

May I say, I saw your mag for the first games as we know them are 
time this week, and at £3.95 with a obsolete and downloadable from the 
demo CD, it’s fantastic. internet onto as-yet-undreamt-of Al 

I would like to point out a money supercomputers running PC 
saving ploy which I use all the time, emulation software completely for 
but most people don’t see the point. free. It depends how desperate you 
Instead of splashing out £45 for a are to play the gameSf I guess. 
decent new game, why not wait three 

months and pay Just £20 for the CD OR NOT CD? 
same game? This is the same case if Before I get onto my letter I would 
a sequel comes out. A prime example like to compliment you on how good 
is Tomb Raider II. Now that Tomb your magazine is, especially for the 

Raider III has come out, a once price. I also think that usually the 

expensive game is Just £20.1 know quality of the demos is very good. 

Premier Manager 98 is not the best which brings me onto my first point, 

managerial game on the market, but I I find that on every disk there’s 
can now get it for £16. always a few demos that don’t work. 

• Mark Orr, Lancs This is very frustrating, especially if 


been saving up for a PC game for 
ages, and I finally have enough 
money to buy one. The question is, 

I which one? I don’t want to waste 

\ money - I want a good RPG. I have 

^ • Just finished Diablo, but should I wait 

for Diablo 2, or are there any good 
games out at the moment? Thank you 
for your help. 

• Joseph McGowan, Leeds 

DIABLD: A SEQUEL WELL WDRTH WAITING FDR 

PI33 is getting a bit long in the tooth 
the demo is something like Tomb there, sport If you want to play all the 
Raider III or something equally as demos you’re gonna have to dig deep 

good. Do all people have this and upgrade. If an RPG is what you 

problem or do I need a better want, Baldur’s Gate is excellent 

computer? I have a PI 33. If not. Unfortunately, it needs at least a PI66 to 

how do I stop this problem? run. If not, Chaos Gate runs on a P133 

My second question is that I have and should keep you going for a while. 
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Of this month’s reviews, 

Aliens vs Predator has notched 
the most minutes of extra 
curricular gaming activity. 

The office multiplayer game 
of choice once the clock 
strikes six has, for a long 
time, been Half-Life^ but, at 
last, here’s something to 
challenge its dominance of 
that seminal winding-down 
period between the end of 
the working day and getting it 
together to go home. A first- 
person shooter AVP may be, 
but it offers a very different 
experience to that of Haif- 
Life, The dark atmosphere, 
confined spaces and three 
diverse characters make it an 
experience all of its own. 
Unlike any other game of its 
type, each race is totally 
different to play. The marines 
pack an arsenal of heavy 
firepower, aliens zip around 
faster than a greasy pig on a 
highly polished helter skelter, 
and predators have the handy 
ability to turn themselves 
invisible. You’ll even find 
yourself quoting the movies 
as you go. “Let’s Rock!” and 
“Ain’t got time to bleed” are a 
couple of office favourites. 



fighting 


WITCHER 


There’s a bit of a story behind 
this forthcoming title from not- 
so-well-known Polish outfit 
Metropolis Software. The 
company has had great success 
within Poland but has yet to make 
its mark on the global gaming 
scene, although Witcher is set to 
change all that. The story behind 
the game is that you’ll play the 
Witcher of the title. A Witcher is 
a kind of fantasy Dirty Harry, 
described in the blurb as a cross 


IT’S JUST LIKE A SCHOOL HISTORY TRIP, THIS 


GREAT LOOKING TEXTURES, AMBIENT LIGHTING AND NONE OF IT UP TO THE JOB, APPARENTLY 


between an assassin and a 
wizard. Witchers aren’t popular 
people, but when communities 
are being harassed by monsters 
and other creatures of the 
supernatural, it’s the Witcher 
they call to bail them out. 

This is the premise for a first- 
person action game which has 
been in development for well 
over a year now. But here’s the 
catch: Metropolis looked at was 
out there already and have gone 
right back to the drawing board 
with the entire game engine. The 
screenshots you see here look 
pretty neat to us, but they 
weren’t good enough for those 


picky Poles. So now they’re hard 
at work on an all-new 3D engine 
they hope will revolutionise the 
whole genre, and make the game 
itself even more of a pleasure to 
behold. To throw away nearly 18 
months of work in the name of 
quality control must go down as 
quite something, but if the 
results live up to the boasts 
emanating from within 
Metropolis, it’ll be something 
rather special. As you can 
imagine, no dates are set for 
release. Instead you’ll just have 
to feast your eyes on these 
screenshots to see how it used 
to look and allow you mind to 
boggle at the possibilities of how 
it will turn out. Blimey! 


GAZE UPON THESE SCREENSHOTS WELL BECAUSE NONE OF THEM WILL MAKE IT INTO THE FINAL GAME METROPOLIS SOFTWARE. HIP, HIP, HOORAY! 



HERE YOU, HAND ME THAT CROWBAR. CHUCKLE! 


SOME PEOPLE 
ARE NEVER HAPPY 

First of all I’ll start off with the 
usual, ‘I like your magazine 
because it’s £1 cheaper and it has 
plenty of good reviews.’ Now that’s 


over with. I’ll start with 
the complaints: 

1. Why do half the demos on your free 
CD not work, especially die good ones? 

2. Why in your review of Half-Life do 
you not show the weapons in the 
screenshots when in the multiplayer 
review you do? 

3. Last but not least, why in reviews 
of racing games do you show pictures 
of replays, not the actual games? 

My last point is not a complaint but a 
question: Could games like Half-Life 
run on a PI 20? Could It scrape 
through on minimum installation? 
Thank you very much. 

• Matt O’Toole, Stockport 


1. Is your computer fast enough to 
run them? See the previous letter, 

1, Search me. 

1. Sometimes they’re easier to grab 
that way. Other times screenshots 
are supplied by the developers, in 
which case what can we do? 

As for your last point, no. And 
this probably answers the first 
question as well. 

mrnrnmm 

After reading Chris Cox’s letter 
(Ambidextrous Gamers, UPC 18) 
asking where he could find a joystick 
for left-handers, I noticed one in the 
Gameplay mail order pages (PP 140- 
1, UPC 18). The Saitek Cyborg 3D 


Joystick priced £34.99 claims to: 

1. Be left or right-handed 

2. Have three handle adjustments to 
suit your hand 

Is this what you’re looking for, Chris? 
• Mark Archibald, Midlothian 

P.S. This is the first time I bought 
ULTIMATE PC, and I think that both 
the magazine and the cover disk were 
great and excellent value at £3.95. 

Absolutely right there, tough guy. The 
Cyborg is fully configurable for both 
left and right hand use and is a damn 
fine stick to boot. I never go 
anywhere without mine. Honest. 
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UPC RECOMMENDS 


LANDER 


Psygnosis pay homage to the classic vector shoot-‘em-up, Thrust. 
Just like the original, this all-singing, all dancing update can be 
painfully frustrating at times but, like the original, it’s also 
devilishly addictive in equal measures. Gameplay remains faithful 
to the original, using multi-directional thrusters to counteract the 
effects of gravity while zapping incoming hostiles, negotiating 
tight subterranean tunnels and collecting cargo crates which 
then swing precariously ’neath your Lander, suspended by a 
tractor beam. If you think you’ve got the skills, this will test your 
powers of patience and co-ordination to the limits. Oh, and did I 
mention that it looks sweeter than a bowel of Chocolate Frosted 
Sugar Bombs with extra chocolate frosting and sugar? 


WARZONE 


The mere proximity of the words ‘real-time’ and ‘strategy’ 
adjacent to one another in the same sentence is enough to 
induce a profound lack of enthusiasm among the PC game¬ 
playing masses. The next wave of big players within the 
genre, most notably Total Annihilation 2 and Tiberian Sun, 
aren’t going to appear this side of autumn, and possibly a lot 
later. Step forward Warzone. Loads of original features give 
armchair generals something new to get their teeth into, like 
the ability to custom build vehicles and using the true 3D 
landscapes to conceal troop movement from the enemy. If 
top-down strategy is your thing and you’re after a new 
challenge, look no further. 









DEBUG MOKAan^ 


COMPETITION. 


ROLLCAGE 

TYRES N’T-SHIRTS 
FROM PSYGNOSIS 

□ think the 
heading 
about says it 
all! But, for 
those of you dyslexic 
in the ways of bold, large 
print, Psygnosis have kindly 
donated ten T-shirts and ten 
tyres for us to give away in celebration 
of their tip-top new race-’em-up, 
Rollcage. These aren’t any normal, 
boring old car tyres, mind you. 
Absolutely not! They are In fact fully 
inflatable, fully sit-down-on-able 
novelty, er, tyres, with the Rollcage logo 
on ‘em. Pretty cool, eh? 

To own one of these exclusive(ish) 
items all you have to do is answer one 
simple, tyre-orientated question: How 
many sets of tyres are Formula One 
teams allowed to use during qualifying 
for a Grand Prix? 

Answers on a postcard or back of a 
sealed down envelope to ‘Hmm... 
inflatable tyres. Whatever will they 
think of next compo’, ULTIMATE PC, 1 
Roman Court, 48 New North Road, 
Exeter, Devon EX4 4EP M 



INFOGRAMES 


Only requires a P/66 and any 30 card. 3dfx not required. 


f^^flCcars. 


Multiplayer capability. 


42 trachs over 8 
different countries. 


infogrames Mulumedia 1999 •' Nen Studios 1999 
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THIS MONTH'S TOP 20 
GAMES. COMPILED ST EISPA 
IN CONJONCTIONWITH 
CHARTRACK. 


EACH MONTH, THANKS TO 
6AMEPLAY, ONE ULTIMATE PC 
SUBSCRIBER WILL WIN THE TOP 
FIVE NEW PC GAMES. 



iim 


P T W E I 

SIIVI CITY 3000 

ELECTRONIC ARTS 

SID MEIER’S ALPHA CENTAURI 

ELECTRONIC ARTS 

HALF-LIFE 

CENDANT 

DELTA FORCE 

NOVALOGIC 

SOUTH PARK 

ACCLAIM 

Baldur’s Gate.Interplay 

Premier Manager 99.Gremlin 

A Bug’s Life.Disney 

Autoroute Express GB2DDD.Microsoft 

FIFA 99. EA 

Tomb Raider III.Eldos Interactive 

Worms Armageddon.Hasbro 

Combat Flight simulator.Microsoft 

Resident Evil 2.Virgin 

Age of Empires.MicrosoR 

Fiigbt Simuiator 98.Microsoft 

Virtuai Springfieid .Fox 

Star Wars: Rogue Squadron .LucasArts 

Coiin McRae Raiiy.Codemasters 

FA Premier League .EA 


ULTIMATE PC’S CHARTS ARE SPONSORED BY MAIL ORDER SPECIALISTS. GAMEPLAY. TEL 0113 234 0444 


THIS MONTH’S WINNER: 
LIZZY CROSS, HARROW 


BUDGET 

T0P10 

%. Worms 

Team 17 

2. Theme Hospital 

EA 

3. Theme Park 

EA 

4. Temb Ranen Eihos 

H. Warerall 

virgin 

6. tiailf CHamptaisliip 

Emngass 

7. WbMertM Sooeker 

vmin 

8. Sim City am 

EA 

9. Champ Manager 2 

Eldos 

10. Cannon Fodder 

virgin 


SOMEONE WITH NO 
SENSE OF HUMOUR 

I’d like to ask what was that piece of 
turd on pages 46, 47, 48 and 49 of 
Issue 20? What was it? The writer, P 
Hill, needs a right good beating round 
the head with a copy of Quake U or 
Sim City shoved up his rear end. Just 
please tell me why he wrote it. Was it 
to show he’s a real boring old git ? 

• Matthew Clarke, Leicestershire 

This sounds like a job for my good 
friend, Miss Edthepoint! 

FANS ACROSS THE WORLD 

I’m sorry, but I haven’t been 
collecting your magazine from issue 
one - the first I bought was twelve. I 
live in Australia, and the issues don’t 
come out every month, so I was 


wondering if you know who sends the 
issues around the world, because I’d 
love to get the mag monthly. 

Anyway, about the review of Spec 
Ops in issue thirteen. I can’t stop 
reading it - I can’t count how many 
times I’ve read it so far. In fact, while 
I’m writing this letter I’m reading 
your magazine. You can count on me 
to be your number one fan. 

Keep up the mag, it’s the best. 

• Simon Whitehead, Victoria, Australia. 

You liked the Spec Ops review 
that much? 

LIULE MR SMARTY PANTS 

I am writing to argue in favour of 
Test Drive 5, the exact opposite of 
what Chris said. Yes, I know all 
about the freedom of speech 


rights, and it’s just as well because 
Chris said, and I quote; “So many 
times I found myself leading the 
race until the last few corners only 
to... limp home in last place. At 
first I thought it was my driving, 
but then I realised I’d played the 
game the whole day and was still 
suffering the same fate.” 

Now I have Just been playing that 
game on the UPC Demo CD and have 
come first four times, second three, 
third once and fourth twice. I hope 
this will convince Chris that it is his 
driving not the game. 

One other thing: the way I do it is 
to powerslide the car around corners 
(if you know what that means). 

• lain Currie, Fife, Scotland 

You da man! 


OUT OF DATE, OUT OF MIND 

Firstly I would like to say how great 
your magazine is, as it has the best 
reviews, cheats, previews and news, 
and all for a great price of only £3.95 

The main reason I am writing this 
letter is because when you buy a 
brand new PC for £1500, a year or 
two later it is totally outdated and 
the best you can do is the minimum 
requirements for a game, but this 
makes it slow and terrible to play. 

I have a Pentium P166MMX, 32MB 
RAM and a 16X Max CD-Rom, which I 
got a year ago. It is rapidly getting 
out of date, and I can usually only 
play games on the minimum 
requirements, which, like I said 
before, makes the game slow and 
terrible to play, as well as a waste of 
my hard-earned cash! 
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MESSIAH 

We previewed this little number 
way back in issue 12, when we 
confidently assured you it would 
be out to buy in September last 
year. Clearly that hasn’t 
happened, despite yours truly 
having seen playable code first 
hand during a visit to the Shiny 
office in California last May! 
Rather than give you a load of 
speculation, we went straight to 
the source. Here’s what Shiny 
head honcho Dave Perry has to 
say on the subject: 

“There was so much focus on 
the tech side of stuff - which took 
longer to finish than we thought - 
that we’ve been quiet. Now, you’ll 
start to hear stories from people 


who have actually been playing 
Messiah, We’ve spent several 
months working on the Al and flow 
of the game. Every step of the way, 
we’ve been insuring that the 
gameplay measures up to the hype 
surrounding the technology. 
Wouldn’t do us much good to make 
a game like Trespasser, would it?” 

Shiny are known as 
perfectionists, and they’re 
determined the game will still be 
cutting edge no matter how long 
it takes to get it finished. Mr P 
says “It’s all about scalability. Pop 
Messiah into a PC two years from 
now and it’ll look just as current 
as whatever’s on the shelves at 
that time. Cool, huh?” 

Well, quite! Messiah is currently 
scribbled in for a summer release. 



1 recently got myself a 3Dfx card, 
and it was a really good buy as it 
made the game a bit faster and gave 
it some good graphics. Soon, when 
the Voodoo 3 comes out, I will have 
to change my card again - a Pentium 

2 and extra 32MB RAM to go with it 
- which will cost me a bomb, and 
soon after that I will have to upgrade 
it again to keep up with the 
requirements of the games. 

it’s a lot of money, and instead of 
this you could have bought a 
PlayStation for £100 and play really 
great games like TOCA 2 which my 
PC isn’t powerful enough to run. 

Okay, so you could say that the 
PlayStation is just for playing games 
and the PC can do other things like 
typing and multimedia, but I still 
think spending £1500 on a machine 


is one hell of a lot of money when it 
will only last 1-2 years. 

UPC is great, and thank you for 
putting a cool magazine in the shops. 
• Daniel Kanigowski, Derbyshire 

Unfortunately PCs are an 
expensive business. To be fair 
though, the vast majority of 
PlayStation games are a bunch of 
arse and a PC of the spec you 
mention with 3DFX is quite 
capable of competing with 
anything the PlayStation can offer. 
The reason your PC can’t run TOCA 
2 is because the PC version is a 
much higher spec the PlayStation 
game, PCs undoubtedly provide a 
better games platform but, as with 
everything in life, if you want the 
best it costs that much more, m 



nails! 
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Next Generation 
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Resident Evil 






This summer’s cinema queues promise to be a miie iong, as evetyone goes crazy 
over the first fiim in the new Star Wars triiogy. Jon Evans traveiied to LucasArts’ HQ 
in Caiifomia to find out if we’fi be queuing for the reiease of the new game too... 



FIRST IMPRESSIONS... 


Ensure that it sells by the bucket 
load. However, the way the game is 
shaping up, it promises to stand up 
on merit, not just the fact that it’s 
based on what’s certain to be the 
biggest movie ever. 


Twenty-four tracks set on seven 
different Star Wars planets. 
There’s also twenty-one racers, 
with up to twelve of them taking 
part in a single race. Each racer 
has his own pod, all of which the 
player will eventually be able to 
race. The tournament mode will 
provide a lasting challenge and 
there’s multiplayer support for up 
to eight people. 


Is a bit of a disappointment. 
Weapons and spinning power-ups in 
the middle of the track may not be 
In keeping with the Star Wars 
tradition, but they would surely have 
made the races more exciting. 
Would Wipeout have been half the 
game it was without weapons and 
power-ups? 


■HOT PROSPECT! 


started at midnight with a 
train to Reading. After an 
hour’s wait, the journey continued 
by coach to Heathrow where, five 
hours later, flight VS19, bound for 
San Francisco, took off right on 
time. After ten hours cruising at 
forty thousand feet, I finally arrived 
in the Golden State to be met by a 
waiting taxi, which whisked me 


away to the hotel that was to be my 
home for the next three days. After 
such an epic journey it would have 
been befitting had I arrived to see a 
game based on Darriy F. Zanuck’s 
classic World War II film. The 
Longest Day, or even Planes, Trains 
and Automobiles. Instead, I had 
travelled to America to see 
something much more special. 


Ever since George Lucas gave 
the world the first Star Wars film, 
the movies’ army of fans have been 
crying out for more. The longest 
encore plea in the history of the 
silver screen is about to be 
answered with the release of Star 
Wars: Episode 1 - The Phantom 
Menace. Set before the original 
Star Wars films. Phantom Menace 


is the first of a new trilogy which 
will be released over the next four 
years. The excitement surrounding 
the impending release of the film is 
now reaching fever pitch ail over 
the globe. It is set to surpass all 
other movies and rocket straight to 
the top of the largest grossing films 
league. It’s going to be so big that 
the massive merchandising 
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AT A GLANCE 

• 24 huge tracks 

• Seven different planets 

• Superb graphics 

• Breakneck speed 

• Tournament mode 

• Force Feedback support 


Eight player 
multiplayer mode 
Based on the new Star 
Wars film 

Over 20 pods, each of 
which players can 
eventually race 
Upgrade options 


THE PITCH 





M Star Wars: Racer encapsulates a real flavour of the 

forthcoming Star Wars Episode 1: The Phantom Menace. 
Drawing on George Lucas’ own passion for racing, pod racing is 
an intrinsic part of the plot and will tantalise the appetite of 
every Star Wars fan, giving them a new and vigorously H H 
paced lesson in speed. 7 7 



“LUCASARTS, MUCH LIKE GEORGE LUCAS HIMSELF, PREFER TO 
LET THEIR PRODUCTS DO THE TALKING... AND IT’S SOME TALK!” 



machine has been gearing itself up 
for the film’s imminent release for 
the last twelve months. There will 
be new collectible Star Wars 
figures, Star Wars stationary, 
towels, mugs, T-shirts... You name 
it, there will be a Star Wars logo on 
it. Lego are even set to launch a 
new range of Star Wars vehicles 
and characters. And gamers are 
not going to miss out either. 

For two years now, LucasArts, 
the games division of George 
Lucas’ massive entertainment 
empire, have been secretly 
working on a title based upon 
one of the most exhilarating 
sequences of the film. It was this 
exciting new title which was the 
cause of my epic journey across 
the Atlantic... and it wasn’t done 
yet. Another short coach ride, 
and I finally arrived at my 
destination, LucasArts office in 
San Rafael, just outside of San 
Francisco. Pulling up outside, I 
was immediately struck by the 
understated appearance of the 
building. The LucasArts office 
stands anonymously in the centre 



of a technological business park. 
There are no flashy signs, no 
Imperial Stormtroopers guarding 
the door, not even a sniff of a 
dancing Ewok. For a company 
which is part of the famous Lucas 
empire and which has created 
some of the most acclaimed PC 
games, I had expected to see 
something far more lavish and 
exuberant. The old American 
adage ‘if you’ve got it, flaunt it’ 
clearly didn’t ring true here. 


LucasArts, much like George 
Lucas himself, prefer to let their 
products do the talking... and it’s 
some talk! Over the last fifteen 
years, the company has released 
a string of acclaimed products 
across numerous different 
formats. The company has, in 
particular, built a reputation for its 
fine adventure games {The Dig, 
Full Throttle, Grim Fandango and 
the Monkey Island series) and 
excellent space combat 
simulators (TIE Fighter, X-Wing, X- 
Wing Vs TIE Fighter). With such 
experience and expertise in 
developing these types of game, I 
travelled to America for the 
unveiling of the new Episode 1 
game expecting it to be a take on 
one of these genres. How wrong I 



THE MASSIVE ENGINES AT THE FRONT PULL THE POD ALONG LIKE A CHARIOT 


THE PLANETS 


Outlawed on most planets, pod racing has been driven to 
the fringes of the galaxy, where tournaments are raced 
across seven different planets, each of which features at 
least two tracks. Each of the planets has a distinct look 
and offers a unique challenge due to the different racing 
terrain. Ice and sand are just two of the terrains players 
will have to race over, with each one allowing different 
levels of pod performance. For example, on Ando Prime, 
the ice planet, the pods will be unable to get much traction 
and will be harder to steer. As well as the different terrain, 
each track will feature unique hazards and obstacles. 

Although the tournament mode allows players to choose 
where they want to race, not all of the tracks are available 
at the beginning of the game. Some are hidden and will only 
be accessible once the player has reached certain points. 



AQUILARIS ORDIBANNA 

Ocean Worid Cloud World 


Track 1: Aquilaris Classic 
Track 2: Sunken City 
Track 3: Bumpy’s Breakers 


Track 1: Scrapper’s Run 
Track 2: Dethro’s Revenge 
Track 3: Abyss 





MON GAZZA 


MALASTARE 
DESERT WORLD 
TRACK 1: MALASTARE 100 
TRACK 2: DUG DERBY 
TRACK 3: SEBULBA’S LEGACY 


Spice Mining World 
T^ack 1: Mon Gazza Speedway 
Track 2: Spice Mine Run 
Track 3; Zugga Challenge 


Asteroid Prison 
Track 1: Vengeance 
Track 2: Executioner 
Track 3: The Gauntlet 


BAROONDA 

Jungle World 
Track 1: Baroo Coast 
Track 2: Grabvine Gateway 
Track 3: Fire Mountain Rally 


TATOOINE 

Desert World 

Track 1: The Boonta 

Training Course 

Track 2: The Boonta Classic 
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DEVELOPER PROFILE 


Following the success of the 
original Star Wars films, 
George Lucas had a vision of a 
multi-faceted entertainment 
company which would be able 
to provide sounds and special 
effects for movies and 
interactive entertainment 


software. As a result, Lucas 
Digital (incorporating 
Industrial Light & Magic and 
Skywalker Sound), LucasFilm 
and LucasArts were founded. 
Since its creation in 1982, 
LucasArts has established 
itself as one of the world’s 


leading software developers. 
Over the last decade LucasArts’ 
mission has been to transpose 
all the essential movie qualities 
- plot, characters and location - 
into its games. The result has 
been a string of hits, including 
the Monkey Island series. Full 


Throttle, Indiana Jones and the 
Fate of Atlantis and X-Wing Vs 
TIE Fighter, 

Although each of the three 
components of George Lucas’s 
entertainment empire work 
separately, a high level of co¬ 
operation exists between 


them. Industrial Light and 
Magic, who have been working 
on the special effects and 
computer graphics for Star 
Wars: Episode 1 The Phantom 
Menace, have assisted 
LucasArts with the rendering 
of /facer’s cut scenes. 




was! Rather than sticking to what 
they know so well, LucasArts 
have taken a rather bold step in 
a new direction by choosing to 
try their hand, for the very first 
time, at a racing game. 

IN THE BEGINNING... 

Set before the first three Star 
Wars movies. Episode 1 tells 
the story of how the 
intergalactic conflict began. 
Central to the story is a young 
Anakin Skywalker. Strong with 
the force, Anakin takes up the 
dangerous underground sport 
of pod racing in an attempt to 
win money. Why he needs to 
win this money I can’t tell you; 



“RATHER THAN SHCKING TO WHAT THEY KNOW SO WELl, LUCASARTS 
HAVE TAKEN A RATHER BOLO STEP IN A NEW DIRECTION” 


despite relentless heckling, 
little else was revealed about 
the plot for the film. What I can 
tell you is that the pod racing 
scenes are amongst the most 
exciting in the film. Rumours 
have it that George Lucas, 
himself a racing fan, was so 
excited by the scenes that he 


himself decided that this part of 
the film would provide the best 
concept for a game. Turning 
that concept into the 
previewable code that was on 
show in San Rafael must have 
been no mean feat considering 
that the pods in the film are 
pulled along by two dual- 


controlled engines and travel at 
up to SOOmph! The main goal 
for the developers working on 
Star Wars: Episode 1 Racer was 
to “deliver a game that was 
exceptionally fast and 
exhilarating, epitomising the 
style of the new film”, explained 
Marketing Manager Tom Byron. 


POD RACERS 



A dangerous and physically demanding sport, pod racing is competed by 20 
of the very fittest and strongest aliens from around the universe... and one 
small human - Anakin Skywalker. Strong with the force, Anakin is able to 
compete when no other human can. 

At the start of each game, players may choose which character to play. 


although some will not available until they have been beaten. Each of these 
characters has a different pod with unique performance ratings for acceleration, 
traction and speed. These ratings can be changed throughout the game by 
purchasing upgrades. Only by winning races and upgrading their pod will 
players be able to challenge right to the end of the 21 race tournament. 
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GAMEOGRAPHY 


1982 - 1986: LucasArts’ 
early years saw the release 
of several hits, including 
Ballblazer and Strike Fleet, 
but it wasn’t until the late 
1980’s that the company 
really started to make a 
name for itself. 


1987: LucasArts pioneered the 
‘point and click’ interface (still 
being used by many 
developers today) through the 
creation of a new story engine 
called SCUMM, which was 
first used in the acclaimed 
adventure game, Maniac 


TTrrrr 
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Mansion. The plot follows the 
exploits of a group of students 
as they try to rescue a 
cheerleader from a madcap 
professor’s mansion. 

1988: In the year of the Seoul 
Olympics, LucasArts returned 


to the Pacific region for 
Battlehawks 1942, a World 
War II flight simulator which 
gave players the chance to 
take to the cockpit of six 
American and Japanese 
planes during four of the 
war’s biggest air battles. 


1989: The release of Indiana 
Jones and the Last Crusade 
marked the first, but by no 
means last, time that 
LucasArts created a game 
based on a Lucasfilm movie. 
In the same year, the 
company released In their 







He continued, “our aim was 
also to provide a game vast in 
scale, something that befitted the 
grandeur of the film.” No tall 
order, but from what we have seen 
of the title, it’s looking 
every bit as good as you 
would expect from one of 
the world’s leading developers. 


OUR AIM WAS TO PROVIDE A GAME VAST IN SCALE, SOMETHING 
BEFIHED THE GRANDEUR OF THE FILM” 


RIGHT TRACK 

In the game, players can take 
part in either single races or a 
tournament. The single race 
option provides a quick route 
into the game for either some 
single or multiplayer action. The 
tournament mode, on the other 
hand, is a more demanding 
affair with players having to 
race 21 different tracks. These 
tracks are spread across seven 
different planets, each of which 
has its own visual style and 
features unique obstacles and 
hazards. Many of the tracks 
within the game have been 
plucked straight out of the new 
film, and LucasArts have 
actually studied the relevant 
film footage to help recreate 
them as accurately as possible. 


the other 21 racers, all of whom 
have their own pods. Each of 
these pods has its own distinct 
look, as well as individual 
performance ratings for 
traction, turning, acceleration, 
top speed, air-brake, cooling 
and repair. To progress players 
will not need to win - a top three 
finish should suffice - but the 


lower down the order the player 
places, the less credits they will 
earn. These credits will be 
needed to upgrade and repair 
their pod after each race. 
Without proper upgrading, 
players will soon find it 
impossible to compete with 
the top racers. 

At the start of the game only 


a few pods are available, but 
upon beating each racer their 
pod will be unlocked. Players 
will not be able to change pods 
halfway through a tournament, 
but the new vehicles will be 
available when they restart, as 
LucasArts’ Brett TostI explained: 
“Each time you start a 
tournament, like a career, you 


are that character for the 
duration, but at any point you 
can jump out and have a quick 
race with any of the pods that 
you have unlocked.” 

I'll II j The first time Racer was 

I ViHI I ^as struck by 

certain similarities to 
Psygnosis’ Wipeout. Most 
noticeably, the pods in Racer 
hover off the ground in a similar 
manner to those in Wipeout and 
skim the surface on an air 
cushion thanks to anti-grav 
propulsion devices known as 
Repulsorgrips. The game also 
sports a control system similar 
to that in Wipeout which allows 




TOURNAMENTS 

In the tournament mode, the 
ultimate goal is to beat each of 
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GAME08RAPHY 


Finest Hour: The Battle of 
Britain and Pipe Dream. 


1990: LucasArts’ heralded the 
start of the new decade with 
the release of the first title in 
the enormously popular 
Monkey Island series. The 
Secret of Monkey Island 
starred a wannabe pirate 
called Guybrush Threepwood, 
who sets out to find some 
hidden treasure. The superb 
animation and witty script 
made this and subsequent 
Monkey Island titles big hits. 


LucasArts’ release schedule 
for the year was completed 
by a fantasy adventure game 
called Loom and Night Shift. 

1991: Following the success 
of the original title, 1991 
saw the return of the 
wisecracking pirate 
Guybrush Threepwood in 
Monkey Island 2: LeChuck’s 
Revenge. At the same time, 
LucasArts were heading for 
the sky one last time for the 
release of Secret Weapons 
of the Luftwaffe. 


1992: Despite hanging his 
whip up in the Last Crusade, 
Indiana Jones made a special 
comeback for the adventure 
game. Fate of Atlantis. Star 
Wars also featured strongly in 
the company’s release 
schedule with The Empire 
Strikes Back appearing on the 
NES and Super Star Wars on 
the SNES. 

1993: Following the success 
of Super Star Wars, LucasArts 
headed for the stars with the 
launch of its first space 


cont. 

combat simulator, X-Wing. The 
game challenged players to fly 
the famous craft against the 
Imperial forces in a number of 
plot-driven missions. 

The Star Wars theme 
continued with the release of 
Super Empire Strikes Back on 
the SNES and then Rebel 
Assault on the PC. A first- 
person action game. Rebel 
Assault featured the original 
music score plus digitised 
movie footage and sound 
samples taken straight out of 
the films. 


Other releases in 1993 
included the adventure comedy 
Sam & Max Hit the Road and 
action adventure title. Zombies 
Ate My Neighbour. 

1994: In response to gamer 
requests, LucasArts next 
release was a sequel to X- 
Wing which allowed players to 
fly the Imperial’s TIE Fighter. A 
dynamic mission structure and 
improved graphics catapulted 
the game straight to the top of 
the charts. Several campaign 
add-ons followed. 



SEBULBA 


Anakin’s main rival on the pod racing circuit is an alien 
going by the name of Sebulba. Anakin has never beaten 
Sebulba, but to win the tournament this is an obstacle he 
shall have to overcome. Sebulba is not going to be easy to 
beat, however, as Tom Byron explained: “He’s kind of 
dastardly. He has a way of doing whatever it takes to win, 
including sabotaging someone else’s pod racer.” 





the player to dip or lift the front 
of their pod. By dipping the 
front end, players can increase 
acceleration, whilst lifting it will 
slow the vehicle down and give 
better elevation over jumps. But 
despite these similarities, one 
thing stands the two games at 
opposite ends of the racing 
spectrum - weapons. Wipeout 
had lots of them. Racer has 
none. They are noticeable only 
by their absence, and LucasArts 
have no plans to include them in 
the game. Brett Tosti, 



Production Manager of the 
project, defended the decision 
stating that, “we decided 
against it at an early stage. We 
didn’t feel that having a big 
swirling power-up in the middle 
of the track was in keeping with 


the films. You can blow people 
up if you sideswipe them, but 
only If you’re in one of the 
bigger pods.” Not only do 
LucasArts feel that weaponry 
and power-ups would be out of 
place in a Star Wars game, they 


want the emphasis to be firmly 
on racing rather than blowing up 
your opponents. It remains to be 
seen how the omission of 
weaponry will limit the long-term 
appeal, but at least it ensures 
the development focus can be 



concentrated more on track 
design and pod handling. From 
what was seen of the handling, 
this is clearly an area which 
needs to be worked on. As 
mentioned, the pods are pulled 
along chariot-style by two huge 
engines. These can be 
controlled in tandem by a single 
throttle, or players with two 
joysticks will be able to set up a 
system where the engines can 
be controlled by separate 
throttles, similar to how tank 
tracks work. As exciting as this 
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1995: The company’s 
portfolio of games grows 
throughout the year with the 
release of the acclaimed 
adventure title Full Throttle, 
and the first-person action 
games, Dark Forces and 
Rebel Assault //. A unique 
collaboration between 
LucasArts and Steven 
Spielberg results in the 
superb science fiction 
adventure called The Dig. 
With special effects 
assistance by Industrial Light 
& Magic, The Dig becomes 


the company’s best-selling 
game to date. 

1996: LucasArts debuts on 
the PlayStation and Nintendo 
64 with the release of Rebel 
Assault II and Dark Forces on 
Sony’s machine and Star 
Wars: Shadow of the Empire 
on Nintendo’s. On the PC 
comes Afterlife, a strategy 
game which allows players to 
create Heaven and Hell. 

1997: LucasArts continued 
its support for the 


PlayStation with the release 
of Ballblazer Champions 
and the beat-’em-up. Star 
Wars: Masters of Teras Kasi, 
but the year belonged to 
the PC, with a deluge of 
original games and sequels. 
Outlaws, a first-person 
action game set in the Old 
West, kicked off what was 
to be a year of remarkable 
success. X-W/ng Vs TIE 
Fighter became the third 
title in the company’s series 
of Star Wars space combat 
simulators. This was soon 


followed by Jedi Knight: 
Dark Forces II and Shadows 
of the Empire, and finishing 
the year off was The Curse 
of Monkey Island. 

1998: The year started off 
disappointingly with the 
release of the flawed real¬ 
time strategy title Star Wars 
Rebellion. Events turned for 
the better though, with 
Grim Fandango and Rogue 
Squadron both scoring well 
in UPC towards the end of 
the year. 


1999: The last year of the 
second millennium will see 
LucasArts releasing some 
of its most ambitious titles 
to date. Star Wars: Force 
Commander, a real-time 
strategy game set within a 
3D environment, will allow 
players to take control of 
the Rebel or Imperial forces 
in the first land-based Star 
Wars action game. This 
year will also see the 
return of the intrepid 
adventurer, Indiana Jones, 
in a 3D action game. 




sounds, the practicality of the 
system is yet to be tested. It 
was quite apparent that 
controlling the pods is difficult 
enough with one joystick or pad, 
let alone two. No matter how 
well the pods handle though, I 
would still prefer to see some 
weapons and power-ups thrown 
into the game. It may not be In 
keeping with the Star Wars 
tradition, but it would surely 
make the races more exciting, 
especially multiplayer ones. 

MOVIE MAKERS 

Developing a game based upon 
Episode 1, it would have been 
easy to sit back and let the film 
and name sell the game, but 
LucasArts want Racer to be 
remembered for being a good 
game, not because it’s ‘ 
based on what will 
probably be the most 
popular film of all time. Brett 
Tosti reaffirmed the developer’s 
commitment to producing an 
exhilarating game when he 


commented that they were “not 
resting on Star Wars laurels.” 
Looking at the graphics, it’s 
clear that they’ve (and excuse 


promises to look as visually 
stunning as any of the films. The 
individually modelled pods look 
superb, the tracks are 


a price. George Lucas has never 
been known to compromise, 
and it seems LucasArts work by 
the same ethic. The developers 


THE INDIVIDUALLY MDDELLED PODS LOOK SUPERB, THE TRACKS ARE 
ENORMOUS WITH MULTIPLE PATHS, AND THE SPEED IS AWESOME 


the American terminology) 
pushed the envelope as far as 
today’s technology will go and 
have created a game which 


enormous with multiple paths, 
and the speed is awesome. 
Unfortunately, this speed and 
the impressive graphics come at 


have not been prepared to yield 
an inch with the quality of 
graphics and speed, and as a 
result 3D acceleration will be a 


prerequisite. Exact requirements 
have not yet been finalised, but 
Brett Tosti claimed that they’re 
“looking at about the same 
requirements as we had with 
Rogue Squadron." This being 
the case, we’re talking a P200 
with 32 MB RAM and a 3D 
accelerator card. 

FIRST PAST THE POST 

As I left LucasArts’ offices at the 
end of the day, I did so with the 
distinct impression that the 
company have been dying to do 
such a game for some time, but 
have been biding their time until 
the technology and vehicle was in 
place to do such a game justice. 
With 3D accelerators now 
installed in a growing number of 
PCs, improved processor power 
and the imminent release of the 
new film, the company’s timing 
could not have been better. Star 
Wars: Racer represents a step In 
an exciting new direction 
” for LucasArts. They’ve 
never tried their hand at a 
racing game before, but from 
what we’ve seen of Racer, It 
looks like they are set to deliver 
another excellent title. ■ 
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demo CD! 


GET THE BIGGEST 
AND BEST PC GAMES 
MAGAZINE FOR 
JUST £44.99 
PLUS: JOIN NOW 
AND CLAIM ONE OF 
THE SIX GAMES ON THE 
OPPOSITE PAGE 


FREE CD WITH 
EVERY ISSUE! 


Each issue of ULTIMATE PC comes 
with a free demo CD packed with all 
the very latest playable game demos. 
Want to tiy hetore you huy? 
ULTIMATE PC Is the perfect guide 


DON’T DELAY 

SUBSCRIBE TODAY! 


ULTIMATE 

PC 


SUBSCRIPTION FORM 


YES!! wou!d like to subscribe to 
ULTIMATE PC magazine and 
receive the next 12 issues for 


□ £44.99 

□ £79.99 

□ £99.99 


including delivery anywhere in the UK or 
elsewhere in Europe and Eire 
elsewhere in the world 


Method of Payment 

O Cheque - made payable to Rapide Publishing 
O Visa HH Access/Mastercard 
Card No 

Expiry date 

Signature 

Date 


Your Details 

Name 

Address 


Postcode 

Telephone 

Signed 

Date 


Choose Your Game 


X-Com Apocalypse.Q 

Civilization It.O 
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UPC SUBSCRIPTION HOTLINE 
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01392495155 


Soldiers At War.Q 

World League Soccer ‘98.Q 

Panzer General II.O 


Please send your completed form and 
payment to the following address: 
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Clan Wars comes of age and picks up a juicy film 
license on the way. Approved by Mel Gibson and 
advised by the Wailace cian leader, authenticity 
meets commercialism in a cracking RIS game... 




THE 


I Braveheart project began life as a 
I title known as Clan Wars, with the 
famous Mel Gibson movie endorsement coming 
some time into development Although Eidos 
are marketing the game very much as “based 
on the Academy Award-winning film directed by 
and starring Mel Gibson”, the dl^relopers, Red 
Lemon, did not originally intend the game to ride 
on the success of the Hollywood blockbuster. 
This means that despite original film excerpts 
and dialogue, plus several hours of new 
dialogue from some of the stars such as Angus 
McFadyen (Robert the Bruce), the game is a 
serious project and did not originate from a 
commercial desire to cash in on the movie, in 


any case, the film was released in 1995, a long 
time ago for such an ambition, even if it still 
remains a popular title in the collective public 
subconscious and video cabinets. 

This does not mean that Red Lemon is 
uncomfortable with the film endorsement. They 
are more than happy that the link has been 
forged and have Incorporated many aspects of 
the film into the game. The association is 
bound to boost sales, irrespective of the 
quality of gamepiay, but with such a solid and 
innovative game-base already in place, why 
not? Although delighted to have secured the 
film’s Angus McFadyen for the voice-overs, 
Andy Campbell, MD, had toyed with the idea of 
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getting that most famous of Scottish 
dinosaurs, sex god Sean Connery, to purr out 
the text On discovering from his agent that Mr. 
Connery would require $2,000,000 for two days 
work, these plans were quietly shelved. 

I SEE SASSENACHS! 

Other film links include FMV sequences that 
depict an artistically rendered Mel Gibson 
(approved by the man himself) and some 
music from the film, it is proposed that the 
full soundtrack could be purchased 
separately and used by the game engine at 



suitable moments. Further rendered film 
characters Include cult hero Patrick 


McGoohan as King Edward and Angus 
McFayden as Robert the Bruce. These 


characters are also brought to life in the 
game itself, using the latest 3D modelling 
technology. Actual film clips are woven into 
the gameplay, and these also include the 



mentioned characters, along with Wallace’s 
comrades in the film, Stephen and Hamish. 

The game itself can be pigeonholed as RTS 
management. However, there Is a clear division 


in gameplay between the planning and the 
action, both of which are extremely detailed and 
open-ended to all styles of users. Despite the 
obvious separation, good planning and resource 
management has a definite effect upon the 
success of your clan in the real-time 3D warfare, 
and good strategy will determine the scale of 
battle and extent of overall combative success. 
For those who really like to get in deep on the 
strategy side, you won’t find your toes touching 
the bottom. For those who are much more 
action-orientated, there Is the useful option of 
putting management on auto and turning the 
heather red. The game objectives are similarly 
divided. First you must prosper as a clan and 
unite a large number of clans through 
diplomacy, trade or pure violence. Only then 
can you attempt to fulfill the second objective, 
taking the fight to the English, going way past 
historical limits and sacking London itself. 

THE LEADER OF THE PACK 

To start with in the management screens you 
must choose your clan by selecting a 
leader/hero. There are dozens of different clans 



“FOR THOSE WHO REALLY LIKE TO GET IN DEEP 
ON THE STRATEGY SIDE, YOU WON’T FIND YOUR 
TOES TOUCHING THE BOnOM ” 


RED LEMON 

COMPANY 

PROFILE 

Red Lemon are a fairly 
young game development 
company, founded in 1996, 
but have, collectively, over 
60 years of experience In 
the industry. Although their 
first two titles have yet to 
be released [Aironauts and 
Braveheart), they have 
already signed for a sequel 
to Braveheart with Eidos, 
have contracts with Ocean 
and are one of the very few 
companies to secure a deal 
with SEGA for a Dreamcast 
title. The management 
team were behind Gremlin^ 
successful titles Euro '96 
and Actua Soccer, and 
between them they have 
previous involvement in 
over 20 titles. Red Lemon 
have a team of over 40 top 
programmers and artists 
and are based In Glasgow 
in recently customised 
offices which look like the 
evil genius’ lair in a 
seventies Bond film. ’’Ah, 
Mr. Gibson. We’ve been 
expecting you...” 
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to choose from, and each one will provide the 
player with a different style of game, extending 
the longevity considerably. The Wallace clan will 
no doubt be the most popular choice for most 
international players, but Scots will be able to 
choose from the huge pool of real clans and 
hopefully find their own. The issue of included or 
omitted clans will no doubt be quite contentious. 
Actual clan colours are too subtle to be easily 
distinguishable In battle, so for the sake of 
gameplay, bolder colours have been opted for. 

Each clan starts with a small settlement, 
colour coded on a zoomable map screen. Within 
the clan, different classes must be created and 
given a variety of 45 tools or weapons that are 
traded, built or stolen. Apart from the clan 
leader and soldier units, there are spies, 
scouts, messengers and peasants, with 
different selection screens in a complex but 
obvious-tO‘Use interface. Initially you have very 
little data about the surrounding area and other 
clans. You must therefore select scouts and 
spies to gather information. Scouts provide 
geographical information and identify different 
resources such as farmland, forest, quarries 
and mines, all of which must be exploited. 

Spies infiltrate neighbouring clan areas and 
provide details of their size and strength. To 
start with you must establish trade and foray 
routes, as no single clan area can sustain itself 
on internal resources. Tactics can be 
diplomatic or violent, but you must grow In 
strength, scout new areas and unite the clans 
by fair means or foul. Clan interaction is entirely 
freeform and different every time the game Is 
replayed, giving a high degree of realism. 



GOOD MORNING BRITAIN 

The management and resource actions are all 
put on hold during real-time battle sequences, 
so you don’t need to worry about things at 
home while you are cleaving your neighbour’s 
head with an axe. The entire map of Britain has 
been height-mapped from satellite imaging, with 
accuracy down to an impressive 50 metres in 
detail. The 3D landscape has been dotted with 


The 3D battle scenes have employed 
motion capture on men and horses to provide 
an unusually high level of detail for the polygon 
characters in a strategy game. With ‘skinned’ 
and ‘boned’ models, the close combat and kill 
moves are fluid, varied and realistic, giving an 
excellent sense of melee on the field, especially 
with up to 200 men fighting at once. Each 
individual has a coloured bar above his head, 
which denotes rank and shrinks as health is 



“LOOK OUT FOR THE LOCH NESS MONSTER AND 
A NAKED HIGHLANDER ” 


real town locations and populated with civilians 
as well as soldiers, in clear weather there is a 
24 mile virtual draw distance, stretching 
smoothly and without obvious pop-up to the 
far horizon. Weather effects have been linked 
to the passing seasons and to height maps, so 
we can expect genuine snowlines and tactical 
use of time-related weather. 


lost. Character attributes are also mapped to 
weather and terrain, so running up the side of 
Ben Nevis during a snowstorm is going to tire 
your clan considerably. Weather will also affect 
distance and trajectories of siege weapons 
such as the catapult. Other siege engines are to 
include battering rams and scaling towers. All 
of these machines of war must be moved and 


IN THE THINK TANK WITH ANDY CAMPBELL, RED LEMON MD 


UPC: Are you at all worried about the gap 
between the film and the game? 


No, not really at alt. Obviously the 
license for us came very much late in the day, 
and we see it very much as adding to the game, 
which we believe is a very strong game in itself. 


UPCr So you can only benefit from it? 


If you put Braveheart and Mel Gibson on a box 
and put it on any shelf in the UK or US or wherever, 
then lt*s going to sell on that merit alone. 


UPC: The game release should tie in nicely with 
the Scottish elections... 
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Yes, it’s a happy coincidence, but Red 
Lemon and the game is not out to make any 
political statement whatsoever. We’re here to 
make games and supply them to the 
consumer, and the politics stop at the front 
door in this building. 


It is to some degree, but remember some 
of these place names never existed until the 
last hundred years or so. To make it more 
globally recognisable we’ve had to cheat and 
have places like Paisley, Glasgow and Lanark 
In the game that may not have existed in the 
fifteenth century. However, we have gone for 


using all the existing clans at that time, all the 
clan tartans, the architecture of what we can 
find out about that time. 


Will the sequel also use the 
Braveheart license? 


UPC: Is historical realism Important to the game? 


We’re unsure how that is going to go. 
Obviously, in terms of the movie there won’t 
be a Braveheart 2 - William Wallace was hung, | 
drawn and quartered! Not unless the writers 
of Dallas are involved... Ooh it was a terrible 
dream! It won’t be a straight sequel, it will 
be a derivative product which will highlight 
some of the technology we have developed 
for this game. 
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operated by selected men, which is much 
more realistic than in games such as Age Of 
Empires, where they move on their own. 

FIGHT FOR YOUR RIGHTS 

Although every individual does have a 
calculated field of view, this will not be seen 
on screen as a coloured triangle extrapolated 
from the character’s head, as in Commandos. 
For greater realism you have to judge 
whether an enemy can see your men. This is 
especially important on surprise raids, and the 
game allows you to click on anyone to 
experience a first person perspective of what 
they can actually see. If that character can see 
a village guard, then chances are that he can 
also see you. This perspective is also a lot of 
fun during a set battle, where you can get right 
in with the bloody action and see some of the 
well captured fight moves. During a fight, you 
can centre the wide camera perspective on 
any character for your convenience, and a 
small camera icon above that man’s head 
denotes this. 

The strategy side of the game is very 
important for the real-time 3D battles. 
Inexperienced or poorly trained and equipped 
clansmen are far more likely to break up and 
flee when faced by apparently superior troops. 
The clan leader is important in this, as he exerts 
an unseen radius of influence within which 
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UNITE CLANS THROUGH VIOLENCE IF NEEDS BE 

1 



there will be greater cohesion and loyalty to 
commands. In battle you can quickly select pre¬ 
set formations such as spearhead or ranked 
lines. There will also be circle formations using 
shiltrons (the long anti-horse spears seen in the 
movie). Historically, William Wallace did teach 
this tactic to his clansmen. You can also use 
freeform style, selecting and deploying sections 
of your fighters as you want. 

Real-time strategy Is essential to success. 
An example demonstrated by Red Lemon put 
your clan halfway up a hill, with two opposing 
clans advancing from lower ground to meet 
you. By sacrificing a unit of scouts to stand and 
fight the first clan and running the rest on up 
the hill, they are delayed enough for the second 
clan to meet them and inter-fighting starts. By 
the time they are finished hewing each other, 
your clan is in a superior position and now 
vastly outnumbers the survivors. Time to clean 



up and go home. The 3D scenery is as detailed 
as many first person perspective action games, 
with well-modelled houses, huts, castles and 
ports, put together in settlements going from 
hamlet to city in size. Buildings can be burned 
down by your men, who will enter, start a fire, 
and leave by the closest exit. The 3D effects are 
excellent, burning houses sending up not only 
realistic flames and smoke clouds, but using 
particle effects to simulate dying sparks and 
embers, carried into the sky by the updraft. 

PINT OF HEAVY 

Braveheart can also be played as a multiplayer 
game, with up to eight players on LAN or 
Internet. Scenarios will be pre-set to give 
balance to every clan’s position and strength, 
and there will be a separate ‘deathmatch’ 
battlefield for each. The 60 battlefields can also 
be played with five different weather conditions 
and times of day, so the scope and variety 
should satisfy, if you have no network or 
internet access, then you can still play 
multiplayer games against CPU controlled 
opponent clans with advanced Al. Multiplayer 
games can also be played in co-operative 
mode, clans teaming up with each other 
against individual clans and other alliances. 

A sequel to Braveheart is also planned, and 
Red Lemon and Eidos have already signed a 
deal. Although very little is currently known about 
the details, it should be an action/RPG. When the 
first game comes out in May, look out for a 
couple of hidden jokes which the Red Lemon 
team have mentioned: the Loch Ness Monster 
and a naked Highlander roaming the glens! 




Whether you like strategy, action or 
just the film, Braveheart will have 
more than enough to offer you in 
terms of depth and excitement 


PITFALLS 


Having to use a separate music CD 
tor the full film soundtrack may 
seem a little cheeky tor a full-price 
game, although this is not final 


POSSIBLE 
CHART POSITION 


A LIHLE BIT OF HISTORY REPEATING 


Scottish clans are dividedy 
James Stewart steps down as 
King of Scotland and Edward I 
of England (‘Longshanks’) 
claims Scotland as his own. 


1272 William Wallace born. 

1297 Married Murron Braidfoot. 

Rose against the English. 

Murron murdered by English sheriff of Lanark 
as a reprisal. 

1297 September llth, Wallace and Murray 
consolidate the rebels at Stirling. 

Superior English forces based at Stirling Castle. 
English defeated at battle of Stirling Bridge. 
Wallace continues down into County Durham. 
1297 Wallace knighted by Robert the Bruce. 
Edward I heads for Scotland. 

July Scots decimated by English at Falkirk. 
Wallace escapes. 

1298-1303 Wallace leads raids into England and 
seeks help on the continent. 


1305 Wallace executed in London 
after betrayal near Glasgow. 


With the Scottish elections coming 
up on 6th May^ feelings ^MHit 
devolution and independence from 
the English are again running high. 

Seoras Wallace, the present 
Wallace clan leader, believes that the game 
Braveheart, the release of which should coinckte 
with the elections, could both raise the issues of 
independence and ride to widespread success on 
the back of huge Scottish and international sales. He 
jocularly hinted that Red Lemon director, Andy 

Campbell, has only a sl^ _ 

notion of what he has taken on 
with the Braveheart project, and 
believes that it will generate 
some very strong feelings in 
Scots, both at home and all over 
the world. Seoras Wallace is 
overjoyed that the eternal love 
story of WiUi^n Wallace and its 


message of personal and national freedom has fotmd 
another modem vehicle in the Red Lemon game, to 
carry it into the next millennium. He has forged a 
very close relationship with Red Lemon, and with MD 
Andy Campbell in particular. His vast knowledge of 
Scottish and Wallace clan history^ together with his 
expertise in fi^t scenes (he was chief fi^t arranger 
for the film Braveheart, working closely with Mel 
Gibson), have been invaluable to the game 
development and given it an authenticity which 
transcends the commercialism of the 1995 film. 


Perhaps the upcoming Scottish elections should be 
scrapped, the parties asked to choose clans in the 
Braveheart game and sat down on 
a network to battle it out for 
supremacy and ultimately, 
possible independence from the 
English. This would be far more 
democratic and certainly more 
entertaining. Direct action politics 
through computer games - it^ the 
way of the future, Tm certain. 
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Requiem 


CAN YOU SEE ME? THERE, ON THE LEFT! 
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mass is a mass for the dead, and 
litainly no shortage of death here. Funny 




ii 
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#ou thought angels were all about 
sitting omhuffy clouds wHkbtonde, 
ringletty hair ad playing-harps, think again. 
The rosy-cheekeri cherubs depicted on 
multitudinous^riitaias cards are, Tm afraid, 
nothin g mo re i)an a romantic sham to conceal 
edifying reality. Your basic angel, in the 
according to StrUbisoft at least, is a 
teoled-up, artillery-packing Guns and Ammo 


hotter than ever. No sooner than Half-Life 
appeared to have the opposition licked, 
along comes Aliens Vs Predator^ and with a 
flick of its sinewy tail, blows the whole 


“THE Al IS THE RESULT OF TWO YEARS WORK AND 
PROMISES TO DELIVER THE MOST COMPULSIVE 
INTERACTION WITH ENEMY AND FRIENDLY CHARACTERS” 


reader with the added bonus of assorted 
myfiticaf powers for good measure 

l&wett documented that competition 
within the first-person shooty genre is 


‘who’s best?’ debate wide open once more. 
For all the adulation hurled its way, Half- 
Life is still employing a relatively old 
engine. Granted, it squeezes more out of it 


than most thought possible, but you need a 
pretty meaty PC to run it satisfactorily, 
especially in multiplayer mode. AVsP 
sports a dazzling new engine enabling the 
use of multiple lighting effects, mirrors 
etc., and all running at breakneck speed, 
although, again, you need to make sure 
your computer’s up to the challenge before 
splashing the cash. Requiem also boasts 
its own brand new engine and, though it’s 
not looking as visually impressive as either 
Half-Life or AVsP, it has some interesting 
features. More of those later, but suffice to 


musHEi 


UBISOFT 


CtCLQHESTlIfi® 
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REQUIEM UPC 


FUNKY MOVER 


In order to get the smoothest animation 
possible, Requiem uses a hybrid 
animation system encompassing 
elements of both soft and rigid body 
animations. First a skeletal model is 
used which enables characters to 
perform any task with totally realistic 


and natural looking movement. All 
animations are meshed together so, for 
example, a character won*t suddenly 
snap straight into a run from walking. 
The animation will reflect the change in 
pace. The mixture of hard and soft 
models allows movement to stay natural 


i 


while the textures morph over the 
joints, keeping limbs from appearing to 
‘pop’ out every time they move, and the 
result is rather impressive, especially 
given the wide range of humans and 
creatures, both friendly and otherwise, 
encountered along the way. 
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ALL SUPERBLY ANIMATED I SUSPECT THIS SCREENSHDT TO BE A TAD RUDE 


quite outst^cfing, I 
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satt* weH, you work it out 

At the heart of it all is the EAT tntef '" 
This stedrfor ‘Motive Animatuin 
Technoipgy* and has been desigml 
specihcafly for jtequiem - a idle 
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Requiem 

HIGHLIGHTS 


software qaateriser ineanstho^ 

yet tooiq9>4qjgB||ie Voodoo department can 

enjoy A gsmwiniost as much as people 
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Voodoo^ so the game ought to 

be aide to out of 

as pcs5ibte=11^ fheview version a fad 


miming months ago, but them’s still work to 
be ikme.TiKfranm rate needs cranky up 
and, as mentioned earker, the Al has yet to 
be implemented. Deeply aB the delaty and 
not a great deal of hyps, It^ still being 
quietlv anticipaM by certain members of 
the UPC team and could be one of the 
surprise packages of die y«r. ■ 
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If given the chance this could he a superb single 
player and killer multiplayer game. WMC is a 
cross between TV’s Robot Wars and Battiezone, 
with DMA’s unique direction deiivering reai bite. 

TTJt single player mode, the player controls a 
LLkJ choice of tanks on the surfaces of three 
barren, mountainous planets, where the 
machines have long ago taken over the human 
civilisations in a Terminator-like scenario. Your 
job is to recover power cores from the planets, 
destroying packs of machines on the way, which 
have evolved to resemble several recognisable 
animal species (see box-out). Single play is 
involving, if lonely and not a little scary. The 


TURRET ELEVATION MUST BE MASTERED 



.Pua 


1 







LIGHTING EFFECTS ARE LOOKING TASTY ■ IF YOU'RE TAKING A BEATING, HEAD FOR THE HILLS 


game’s philosophy is to let you do anything you 
can think of within the realistic boundaries of the 
game environment This means that a wide 
range of playing styles are attainable, from 
gathering as many armaments as possible and 
going in guns-a-blazing, to seeking the high 
ground and rolling mines down sheer slopes at 
packs of machines who can neither locate nor 
reach you with return fire. Multiplayer mode is 
incredibly fun and easily matches Quake and 
Half-Ufe in terms of addictiveness. With open 
landscapes, the tension comes not from what is 
behind the next comer, but more from who*^ 
turret is going to turn first and blast the other 
down the slope or into oblivion. The DMA team 
went home late the afternoon that they let us 
onto their multiplayer network. 



ap -1 a « 





rnmiUMomm .-? 


ARAf 

JGE OF VEHICLES FORM THE DMA MAN 

LOGO 


DMA’s new graphics engine, 3DMA, delivers 
all of the effects we have come to expect in 
conjunction with a 3dfx card. This includes 
smooth realistic texturing of vast mountainous 
landscapes, real-time lighting, dynamic shadows 
and weather effects such as driving snow. 
Explosions have good lighting, shock wave and 
smoke effects, and use the excellent physics 
engine to make all objects in the blast radius 
violently rock. For the many gamers who do not 
have a 3D card, the software engine is superb, 
and while coloured lighting is not possible, the 
ambient lighting and fogging will still impress. 

LETS GET PHYSICAL 


You don’t have to be a boffin to appreciate the 
accurate physics engine that DMA have 
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WILD METAL COUNTRY UPC 


A SELECTION OF THE MEAN MACHINES 



A Hippo. Pop this fat boy and collect A pack of hyenas are no 
the pickings, but don’t get in his way laughing matter 


The Eagle is a big, bad bird. Who’s 
the endangered species now? 


Magpies nick off with power cores and No, according to DMA, it is not a 
other goodies. Watch out for droppings! dung beetle 


Suicidal lemmings will run up to you 
and explode 



developed for WMC - it just feels real. As soon 
as you realise that everything behaves 
properly, then you just know that you won’t 
have enough traction to get over the peak of 
that steep hill, that your momentum is going to 
take you over the edge of the cliff edge and 
that a rolling barrel mine is going to go straight 
up your exhaust pipe if you don’t move out of 
the dip. This ‘bespoke physics system’ also 
means that tanks will have variable traction on 
different surfaces, sliding convincingly on 
frozen tundra and powering ahead on half- 
buried road surfaces. An exciting new feature 
is magnetism. Magnetic shells will draw in any 
metallic object, from mines and debris to 
tanks. This opens up whole new tactical 
approaches. For instance, firing a magnetic 
shell over the top of an unfortunately 
positioned foe will pull him over a cliff edge. 

Sound is too frequently an afterthought in 
games, but DMA have taken it extremely 
seriously for WMC, developing their own 
‘Dynamic Sample Layering’ audio engine. Every 
object in the game has been given several 
samples, from fence posts and boulders to guard 
turrets and tanks. A tank has samples associated 
with its gears, tracks, suspension and hydraulic 


*1 




systems. As a tank advances, more of these 
samples are mixed in. Far off all that is heard is 
engine noise, but as the tank approaches, more 
details can be heard, until up close the hiss of the 
hydraulic tunet can be distinguished. WMC takes 
full advantage of the next generation of 3D audio 
cards, and Doppler shifting means that flying 
shells and debris are heard whizzing convincingly 
past your head. The full audio range is only used 
later in the game to add to the scare factor of 


keys like a pissed Riverdancer on rolierblades. 
As with a real tank, each track is independently 
controlled in forward and reverse. The 
disorientating aspect of this is that to turn left 
you must go forwards with the right track and 
vice versa. To sharp turn right, the right-hand 
track must be reversed while the left track runs 
forwards. This means using four digits of the 
right hand on four keypad keys in initially 
difficult diagonal combinations. Add to this the 
independent rotation of the turret with two left- 
hand keys and the hold-and-release space bar 
range adjuster and only the obvious quality of 
the game holds off a coruplete temper tantrum. 

After half an hour or so, however, your 
reluctant brain rotates its groaning hemispheres 
and the controls subtly become more and more 
instinctive. To start with it’s easiest to 
concentrate on the track controls and range 
adjuster, sirrrply pointing the whole tank in the 


“AT HRST YOUR HNBERS WILL BE DANCINR ON THE 
KEYS UKE A MSSEO RIVERDANCER ON R0I1ERBLADES“ 


new, big-boss enemies. For this reason, DMA 
have built in a ‘Neighbours IN/OUT switch. This 
may be connected to an incident when DMA’s 
own neighbours on the Dundee industrial estate 
where they are based called the police in during 
some sound tests. 

MY BRAIN HURTS 

The DMA team has put a lot of thought and 
experimentation into the control system for the 
WMC tanks. In a brave move, they are sticking to 
a keyboard control, which, for the first half-hour 
at least, will have your fingers dancing on the 



direction of your target and not worrying about 
turret rotation until you are confident In many 
ways it is a similar experience to coming from 
Doom's keyboard control to Quake's free-looking 
mouse for the first time. Initial frustration soon 
gives way to a joyous realisation of the 
instinctive freedom of movement possible. After 
only a couple of hours you won’t even be 
worrying about it, but may find that you drive 
into a few wails the next time you go out in a car. 

The controls can be customised so that left 
and right-hand keys really do turn you left and 
right, but if you have patience with the original 
configuration you will find there is a much better 
sense of real mechanical control that ideally 
suits the tanks. The only concern is that a desire 
for instant gratification will cause many to simply 
give up on the controls - and the game, it cannot 
be stressed enough then, that this game is 
simply too good not to put some effort into. Also, 
with everyone in the same boat to start with, 
multiplayer gaming will commence on a more 
level playing field than if you were to now jump 
into Quake II or Half-Life for the first time, tt 
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THIS SCREEN TELLS YOU WHAT SPACE YOU OWN 


THE NEXT GENERATION: 

BIRTH OF THE FEDERATIOH 


You wait years for a Star TYek strategy game, and 
then two come along at once. First was Intemlay’s 
version based on the 60 s series, now there’s 
Microprose’s based around the Next Generation. 


Star Trek: Birth Of The Fed. 

PUBLISHER 

MICROPROSE 

DEVELOPER 

IN-HOUSE 

RELEASE 

SUMMER 1999 

WEB SITE 

wvvw.microprose.com 

PLAYERS 

1-5 



STAR 


I Trek and strategy games should 
I make for a match made in 
heaven for fans of both of these concepts. 
The Star Trek universe (or that of the Next 
Generation, anyway) is positively teaming with 
life and all sorts of technological capabilities, 
and is just crying out for a strategy game that 
can incorporate them all. 

Rnaily, it seems that someone has 
cottoned on to this fact, and Hasbro 
Interactive look set to take advantage. Star 


Trek The Next Generation: Birth Of The 
Federation, to give it its full title {BOTF will do 
for now!), is a turn-based strategy game 
incorporating space exploration, empire 
expansion and tactical combat for up to five 
people playing as any of the five main Star 
Trek races - Human Federation, Klingon, 
Ferengi, Romulan and Cardassian. According 
to Jeff Holzhauer, the Producer, and John 



Edwards, the Al Programmer, BOTF is, “The 
first commercial Star Trek strategy game 
(which will) allow you to control the entire 
Federation, the entire empire.” An exciting 
prospect indeed for more than just the 
thousands of Trekkies out there, hankering 
after a product just like this. 


The finished product of BOTF will allow the 
player(s) to choose their race from the five 
above and then proceed to explore and 
colonise space, exploiting planets and suns for 
their resources and making pacts and treaties 
with the other races. Of course, if you want you 
can simply plunder and pillage your way across 
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STAR TREK: BIRTH OF THE FED ||PC 


FALCONS IN SPACE 


The 3D turn-based space combat sequences between 
ships is one of the most impressive features in BOTF. 
it features full 3D models of all the races’ ships, 
which are controlled through menus that give you 
several options for your craft. Once you’ve decided, 
hit the End button and see the results of your 
strategies. Apparently this section is based around 


Falcon 4.0’s 3D engine, but obviously not in the 
graphics, as Jeff and John point out: “What we did 
basically is use their engine, stripped it of all the 
terrain and made it Into a turn-based game. You give 
orders to your ships (attack orders, move commands 
etc.), and each ship under its own Al captain follows 
those orders to its best ability.” 




the galaxy, crushing all other races into 
submission - that avenue’s open to you as well. 
Occasionally you may become a little unstuck 
when you come across interstellar energy 
beings, deserted Dyson spheres and a possible 


With this being such an apparently easy 
strategy game to get involved in, what will 
make it so special? According to Jeff and John, 
it’s the Star Trek franchise, which is ripe for 
development. “Star Trek, with its great 


rise above the level of other strategy games. 
A lot of attention is being paid to the Al of 
computer controlled races In an effort to 
make them behave as they would In the TV 
series. As a result, the Klingons are highly 
aggressive, the Ferengi are money-obsessed 
and antagonistic, the Cardassians are the 
perennial troublemakers and the Humans 
are forthright and idealistic in their outlook 
and behaviour. 



To fans of the Next Generation series, BOTF 
sounds like the answer to their prayers, being 
an in-depth and wide-ranging strategy game 
that encompasses every possible aspect of 
the Star Trek universe. Perhaps the Icing on 
the cake and the aspect that will appeal to 
more people than just Trekkies is the amount 
of control the player has over his own destiny; 
it’s entirely up to you which direction you take 
on the road to domination (peacefully or 
through force). A rare breed Indeed, It seems 
BOTF could well prove to be the crossover 
strategy game that offers plenty of depth while 
still retaining easy accessibility and a life span 
that could spread into months and years. This 
will definitely be one for strategy fans to 
watch out for this summer. 


“IT’S THE COMPLETE UNPREDICTABILITY OF THE 
OTHER RACES IN BOTF THAT COULD SEE IT RISE 
ABOVE OTHER STRATEGY GAMES ” 



Borg invasion that’ll threaten the entire galaxy, 
but luckily individual characters such as Q 
aren’t Included (BOTF is based on the TV 
series’ universe, but not on any storylines). 

RACIAL TENSIONS 

Although you will find yourself eventually 
controlling an entire empire spanning the 
galaxy (if you’re successful, anyway), the 
controls are surprisingly straightforward. 
There will be six main screens from which you 
can control almost all aspects of your empire, 
and these are accessed through a circular 
menu that will pop-up on screen with a click 
of a mouse button (see box-out for more 
details). While at first everything is a little 
bewildering, you’ll soon get the hang of it, as 
the game’s interface seems to have been 
designed to allow for everything being 
accessible within a couple of clicks on the 
mouse. This includes diplomacy, real-time 
space combat between ships, industrial 
production, space exploration/colonisation 
and technological research. 


conflicting empires and Its strategic nature with 
the wars and the alliances, is just a natural for 
this type of game. We’re surprised that it hasn’t 
been done before.” The possibilities and scope 
for this game are almost endless; imagine 
spending months carefully nurturing a fragile 
peace between the five main races, when all of 
a sudden one of the game’s random events like 
a terrorist attack or Borg invasion brings 
everything crashing around your ears! 

In fact, it’s the complete unpredictability 
of the other races in BOTF that could see it 
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I AS YOU CAN SEE, THE TRACKS IN THE FINISHED GAME WILL LOOK REALLY QUITE SPECTACUUR 
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PUBLISHER 

TAKE 2 INTERACTIVE ' 

DEVELOPER 

LIGHTNING ^ 

RELEASE 

MAY 

WEB SITE 

www.take2games.com 

PLAYERS 

1-8 


An all-new futuristic racing game. So what? Well, 
this one has been inspired hy an old classic from 
the maestro Geoff Crammond. 


□ new arcade racer that hails from 
Finland is about to hit the streets and 
leave the others biting dust... or so Take 2 
are proclaiming, anyway. To everyone else, 
Thrust, Twist N’ Turn {TTTj could well end 


coasters. How do the cars stay on the tracks 
if they’re racing upside down, you must be 
asklng yourself? Speed. Pure speed. Not the 
illegal variety of course, but more like millions 
of horsepower in the engine strapped to your 


“Tn IS “INSPIRED” BY GEOFF CRAMMOND'S OLD 
CLASSIC GAME, STUNT CAR RACER" 


up as yet more of the fodder that seems 
solely designed to clog up the shelves of 
your local computer games shop. 

Set in the future, the background to 77T 
is as follows: A new and highly dangerous 
form of motor racing has been Invented, 
where drivers race on 3D tracks that Involve 
loop-the-loops, corkscrews and many other 
designs taken from contemporary roller 


car, pushing you past the 290mph barrier. At 
this sort of speed, the downforces ensure : 
that you can never leave the ground more 
than a few inches without breaking apart. 

I FEEL THE NEED... 

The races In 77T will form part of a 
championship that encompasses various areas 
of the world, like a futuristic city, a desert. 


mm 






















THRUST, TWIST N’ TURN UPC 







m. 


subterranean caves, and the open-seas in 
stormy weather. Each of these tracks will have 
its own characteristics aod challenges to the 
racer, from the loops mentioned above to 
trackside obstacles that can encroach on the 
track and get your the way. Considering^ew 
fast you go and how little grip your vehicle really 




Wilh Geoff Ciainmond 
originality-and playability, i 
not wonisl ^utTTT t 
substanctel copyysaif rnakmg the 
compared to the asintless otherfuturistic : 
racing games pU^)tfe^o ur beloved PQ at t 
moment? Well, in a word, no. the dineiopers 


“THE SENSE OF SPEED IS SPOT ON, WITH THE TIEES^ 
ON THE HOAD AIDHIB THE SENSE OF MOMENTUM" 


has, this should cause you quite a problem. 

So where did this idea come from? 

According to Mika Laamanen, the game’s 
producer, TTT is “inspired” by Geoff Crammond’s 
old classic game. Stunt Car Racer, “Stunt Car 
Racer and Wipeout gave the original kick. MDA— 
as well as several movies - influenced with the 
afrrresphere. F-ZERO 64 Influenced vwth the idea 
to insert characters in the game ” 

Stunt Car RacermW always be known as 
one of theflrst games to feature 3D graphics^n 
the tracksrwhich-were raised above the ground 
to form roller coaster-style clrcultSf=sn€l tins 
was on the 8- and 16-Bit C6+eind Amiga. At the 
time it was greatfun, but now it seems tinilsd 
by only having two cars on the track at one 
time; With todays technology and standards 
when It comes to game graphics, up to eight 
highly detailed cars can be racing at one time in 
TTT, adding to the excitement. These cars^ 
all drivefTby individual characters-in whom tire 
programmers are hoping to input 
characteristics like aggressiveness and or 
recklessness. Luckily, as you approach cars^in 
frentjbe drivers’ names-become-visible, 
helping you to decide how to overtake thenar 


are so confidenLabout TTTs Mutual quality 
that Mika has even pc^laimed, doi ti Mu nh 
there will be any o^^tunt car racing gam^ 
like this in the near future.” 

Although only very early code is avaiWe 
at the moment, the sense of 
v\nth the little graphical touc*^ 
road aiding^ sense of 
draw distance should certaiHiy’^I^^^J 
furti^erint^e distance, but, the|^^^ 
from only a handful-ef the tracks, therfrl 
trackside detafr anyway. At this 
tcaaks that look closer to completion 
bi i ian t, espe(»Ay the sea^baaed? 
has sc 


tkiHlhein,i 


biff tien ther^MII a lot of 
the garnet release. Witii a c 
comp^ in, an arcade mode i 
ndworh/Intemet mocte, tiis game wi dertaMy 
tadng fans happy. The craw^ 
though, will definite be tiie I 
w^l allow gaineis to daslgritlieff 
as many coHcscrews and loop-ft 
please. Ar 

Ifririp rril mnntti i 

tanii 




SEIKO 


YOU PROBABLY WON'T SEE THIS TOO OFTEN 

Thrust, TWist N’ Turn 

HIGHLIGHTS 


TOP 

10 


PITFALLS 


SOME GREAT LIGHTING IN EVIDENCE 


WHO’S GEOFF CRAMMOND? 




In most circumstances, say 

something like the above at 

r any gathering of games fans 
aged over 20-years-old 
4 and you’ll find yourself 
being given a Glasgow 
L kiss! Geoff Crammond is 
the man responsible for 
classics like Fomula One Grand 
Prix and its sequel, two of the best 


racing sims ever, as well as Stunt 
Car Racer. As if this wasn’t enough, 
he was even heavily involved in the 
original Sentinel game. Is the man a 
god or what? He certainly deserves 
a place alongside Sid Meier, Kevin 
Toms, Dino Dini and David Braben 
in the computer game 
programming hall of fame (if there 
ever was such a place, anyway). 
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CASTROL HONDA 





Castrol Honda Superbike 2 


WAY 


I way back in issue nine, we 
I reviewed the first game, giving it a 
respectable 83%, although now we rate it only 
at 67%. This isn’t to say that it’s a bad or dated 
game, it’s just that EA’s (and previously Virgin’s) 
long-delayed Superbikes completely outclasses 
it with the official licenses for the riders, teams 
and tracks, far superior graphics and 
surprisingly easy to get into gameplay. For this 
second outing the developers are bringing this 
game bang up to date, as a spokesperson for 
the developers explains: “With Castrol Honda 2 
we have been able to take advantage of new 
hardware that wasn’t out in the marketplace 
when we launched the first game. The biggest 


Crammond’s Grand Prix games achieved In 
terms of Formula One - the first Castrol Honda 
game managed this for Superbikes. Now after 
EA’s effort. Interactive Entertainment have 
rolled their sleeves up and produced what’s 
looking like a worthy challenger. 

In the previous game there were ten tracks 
encompassing city streets, open countryside 
and Honda’s own test track in Japan. After 
taking on board feedback from fans of the first 
game, Castrol Honda 2 will feature the originals 
as well as ten new tracks, which this time will 
be based on real life circuits. 

Obviously, with no official licences for the 
Superbike Championships, this competition isn’t 
included in the game, instead Castrol Honda 2 
has the official Honda license, meaning that 
while you’ll only be able to ride on Honda bikes, 
you can be sure that they’ll handle just like the 
real things and even have ail the correct liveries. 


The first Castrol Honda was well-received at the 
time, hut EA’s Superhikes has overtaken it. Can 
Castrol Honda 2 achieve pole position again? 


change to the game is the inclusion of motion 
capture animation for the rider... This has made 
a huge difference to the realism of the sim and 
made it more entertaining as well.’’ In fact, 
Midas Interactive boast that the game can run 
at an incredible 60 frames per second on a 
P266 with a Voodoo 2 card! Judging by the 
preview code in the office, they’ve achieved it. 


NEW AND IMPROVED 

Because of the affiliation with Honda in the first 
game, the level of realism was at the time 
unprecedented. Think of what Geoff 
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CASTROL HONDA 2 


M 





Castrol Honda Superbike 2 

HIGHLIGHTS _ 


The graphics, speed, realism and 
hundreds of little touches all 
make Castrol Honda 2 a very 
polished product. 


PITFALLS 


You have to ask whether there’s any 
real market for motorcycling games, 
especially ones designed to attract 
both cycling fans and racing fans. 

POSSIBLE 
CHART POSITION 






then it was Game Over. In this new game, 
the riders are motion captured both when 
riding and when failing off. You can leave 
your bike and somersault along the ground 
or flip over the handlebars, but you don’t 
actually sustain any physical damage. This is 
simply because of Honda’s input and their 
refusal to allow any harm to come to the two 
team riders. The bikes can sustain physical 
damage, but damage to the bodywork isn’t 
actually visible in the graphics. This is 
because of the chrome mapping on the 
models, which means that the surrounding 
environment is reflected in the metalwork of 
the bikes. Admittedly it’s not immediately 
obvious, but it’s a nice touch nonetheless. In 
fact, as well as all the realism, the speedy 
graphics and the options in this game, it’s 
little touches like the chrome mapping, the 
accurate shadows of the bikes and the 
manual control of the rider when you come 
off the bike that ail add up to make what 
could be a top quality racing sim when it’s 
released in May. m 


With the official support of the Honda Superbike team, interactive 
Entertainment have been allowed to develop their simulation around 
the Honda team’s 1997 World Championship winning bike, the 
awesome Honda RVF-RC45. Capable of up to 190MPH and using 
160BHP, this is an incredible piece of machinery. Working closely 
with Honda technicians, the developers could design the game right 
down to the smallest detail. As a spokesperson says, “The Castrol 
Honda team were very keen to get involved in the project and help us 
to make a really accurate re-creation of Superbike racing. They gave 
us everything we needed to do this.” Let’s hope they can achieve the 
realism the team are obviously aiming for. 


With the focus being very much on the 
realism side of things, Castrol Honda 2 will 
include the options for adjusting gear ratios to 
suit particular tracks, a veritable feast of 
decisions when it comes to the damage 
suffered by the engine and bodywork 
encountered during races, manual or automatic 


On a top-whack machine this game can 
smoothly run a race with 24 riders and hi- 
detail graphics and, boy, does it look good. 
Suspiciously though, when you race 
backwards around a track, you notice that 
the other riders only appear on the track 
about five metres in front of you, and if you 


“ON THE TRACK, THE THING THAT STRIKES YOU IS THAT 
CASTROL HONDA 2 LOOKS BEHER THAN THE PREQUEL” 


gears, steering and braking assistance etc. This 
is why Midas Interactive are hoping that this 
game will appeal to fans of motorcycling, 
because Castro! Honda 2 has everything an 
enthusiast would want from a game. Even at 
this stage, it seems like it could perhaps outdo 
EA’s game in terms of options, and we ail know 
how much EA love their options! 

So what will this game be like in a racing 
situation? Well, out on the track the first thing 
that strikes you is that Castrol Honda 2 looks 
far better than the prequel, which, to be fair, is 
showing its age these days. In these times of 
particle effects and real-time chrome mapping 
on the bike models, the game looks like a far 
healthier proposition. Indeed, the particle 
effects include the smoke emanating from 
exhausts and the dust thrown up when you 
drift off the track. This dust will apparently 
affect the radiator of your bike, which in turn 
will cause the engine to overheat and burn 
out. It’s this level of detail that may help 
Castrol Honda 2 appeal to more than just 
motorcycle enthusiasts and perhaps break it 
into the wider games market. The way the 
bike handles certainly feels like you’d imagine 
a Superbike would, with the need to slow 
down BEFORE cornering of high importance. 


race in the correct direction they do appear 
as shapeless blobs until you’re up-close. 
When you consider EA’s Superbikes, which 
Castrol Honda 2 is bound to be compared 
to, the graphics still need some working on, 
but even so, as you can see in the 
screenshots, it does look very good and the 
sensation of speed as you hurtle round 
corners is very effective. 

THE LIHLE THINGS COUNT 

If you crash, which is something you’re 
bound to do to begin with. Interactive 
Entertainment have again addressed one of 
the main criticisms of the first game, namely 
the fact that when you crashed In the 
prequel, you simply slid along the ground. 
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PREVIEW 


The Creed 


Midas 
of 


THE 




EVEN THE TRAFFIC CAN KNOCK YOU OVER 

The Creed 

HIGHLIGHTS 


PITFALLS 


50 -itimatl . < 


Doedwasi 
16 deiMpCD,j 
was very Oslo. I 
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AAH, YES... THE QUIET CITY STREETS AT NIGHT! 
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LIVING, BREATHING... CONCRETE?! 


The futuristic city in which The Creed 
is based is a pretty bleak place and 
looks like something out of Blade 
Runner. The developers have 
designed this place as a ‘Real Time 
Living Environment City’, which 
means that the citizens carry on their 
lives and interact with each other, 
often ignoring your presence. This 


means that as you wander around, 
you’ll see muggings, accidents, bank 
robberies etc., which you could get 
involved in. Similarly, if you shoot 
someone then those around you will 
get involved and try to stop you 
escaping. All in all, the world of The 
Creed will seem pretty much like a 
real (albeit rather brutal) place. 
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GIVE THEM A RIGHT GOOD JACKDOOTING 
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Mortyr and Mortyr 2093-1944 are trademarks of Interactive Magic. Inc. Interactive Magic is a registered trademark of fnteractiue Magic, Inc. 
All other trademarks are the property of their respective owners. © 1999 Interactive Magic. Inc. All rights reserved. 
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lisggngtDbea _ _ _ 

I ttie Ms of big bt^ but atwajMdiiing just short of 
freir ill liii nTlilMnrling up to Y2K and beyond is as impressive ara^it 
Itm nhiTiiifl acquisitifin of key developers such as DMA ptayiDg^ yiatroie. They 
a linr iipiriiirlinf) some bona fide tripie-A titles which will putthem up there witft 
big gun 3 . With tilings us nioety to Bladel 

^wibgo'lao much into the storyline here, but the basic idea is that 1000 yi 
ill lyMlPiiilriii li the land. The god Aita proAioed a mighty sword which was 
defeat the beast and was, for safety’s sake, then buried with the warrior responsfew ^ 
slaying the^gon, whawas mortally wounded in the battle. He was a 
tff the name of Blade (good name for a warrior, that!). Anyway, It turns 
the dragon didn’t die but intact just fell asleep (d’oh), so somebody’s going^l 
to have to dig up Atha’s sword and finish the job. The location of Blade^;^ 
tomb is known. The only problem is five keys are needed to 
a nutshel, yeur tsskisto recover the keys, battle various advi 




the sword for toeirwn^ ends, find it yourself and finally 

dragon once and for all. ; >■; : v W 




There’ll be various problems to solve as you. _ . _, 

but great emphasis-is placed on the combat system. More often 
with these sort of games, the fighting is a half-arsed affair. 


hghting games like Soul Blade, for example, show how it 
However, no-one has yet successfidly incorporated the in-depth ® 
techniques of an out-and-out beat-’em-up into a full arcade action' 
adventure. Blade, we’re promised, will do just this. 






ITASY ISLAND 

Ws with any good fantasy-based storyline, players will be able to choose from four 
eager participants, all old hands when it come to this sort of thing. The difference : 
riween Blade and many other games of a similar genre is that the character you 
losejvill have a very real effect on play. Each one has their own starting level 
Icks off the story from thetr particular angle, and each has various dbUrties 
wRWffWiil determine which weapons they can use and how they might overcome 
[rious probleois.The stocky dwarf’s greatest strength (apart from his great 
i; ahem) is his resilience against attacks. His sturdy constitution renders 
Mfhtost impervious to poisoning and comes with strong armour as standard (it 
isthjs^warves who first discovered the tomb of Blade in one of their mines). A 
baro awligm imary assjet is his skill with the sword and agility. Their fighting 
[echl^^S^ been lioned by years of hacking up poor, innocent Individuals, and 
they don’t like to wear armour. They prefer instead to go around clad in nothing 
lut a pongy old loin cloth twhich never gets chan^ HI wagr) antair on their 
$e!texes to avoid getting hurt This also allows them to shovM their ripptinfi 
^ muscles, which is all very writtf you IBe that sort ul iUiii|^ RSDnalhh I find it all 


BABY ONE MORE TIME! 


' ’fS 


The quantity and variety of 
collectible items and weaponry 
Blade has to offer is most 
impressive. These can be broken 
down into categories such as 
swords, staffs, wands, axes etc. 
However, there are loads of 
different types of each one, each 
with their own unique properties. 


How well you can use most of the 
stuff depends on which character 
you’re playing as. Barbarians can 
only make use of simple armour, 
while the dwarf is best suited to 
heavy weapons such as axes. The 
Amazon, by contrast, prefers a 
sword, while the knight can use 
pretty much anything. 
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TAKE UP THE GAUNTLET 


LEWEI 




INSrR' 


INSE 


COIN 


1 COIN = 
700 HEALTH 

.1985 

ATARI GAHES, 


Gauntlet was perhaps the first truly 
great multiplayer game. Four 
players could crowd around the 
arcade machine and play one of 
four characters, each of whom bore 


an uncanny resemblance to the 
heroic protagonists found in Blade. 
Is Blade going to be Gauntlet for the 
new millennium? It’s not an easy tag 
for any game to live up to. 




Fiflfi 


















rather unsavouryj^The Amazons prefer to keep enemie s at 
arm’s length using ranged weapons like the-bow and arro%>v 
The most interesting think about them, however, ( A.leas t 
you’fe a bloke) Is their cleavage. If Lara Croft had been born 
into the Amazon tribe she^ be the runt of the litter, by cr ikey! 

And finally^ we have the knighl. He’s a bit of 
an all-rounder, and therefore doesn’t really 
excel at anything. He’s not particularly 
strong, not that great in combat and not 
particularly athl^. He does, however, wear 
a big suit of armour, which n^ikes him a bit of a girl if you ask me. Portal rendering 
technology is being used to create complex and lifeltke level environments for them 
to ponce about in, and it’ll feature 1^it MMX support forsoftware only users. There 
should aisD be a level editorincluded, but we’re waiting for confirmation on this. 

BLADE RUNNER 

There are elements from many dii^rent games and genres. The fantasy se^ng gives 
It a kind of RPG feel, but there’s ne real character development-and the storyllhe-is 
linear. It’s primarily an action game, but there are pmztoBlemerTtEiocliidefb so it 
contains elements of both Tomb Raidermd Idaretm II, for example. Ube ffrmbT It 
compaufiDn is enhanciai by II le viewpomt and the faetthaty ufichever cbaMc^r you 


choose, theyhe going to have a sword In hand pretty much most of the time. 
However, whereas^fferef/c II was basteaHy a fantasy version of Quake viev^ in the 
third person, the emphasis in &ade^ as pointed out earlier, is on toe-to-toe melee 
combat, although some ranged weapons wHi be available. Probably the closest 
comparison I can make Is with Eidos’ Deathtrap Dungeon, the heavily publicised 
brainchild of Ian Livingstone, who co-wrote the famous Fighting Fantasy adventure 
books with Steve Jackson in the eariy 80s. However, it simply didn’t live up to its 
promise - the graphics were messy and unimpressive, the characteranimation poor, 
ancMe combat an incr^ibly dull process owing far more to luck than judgement. All 
this m^nt the quality of the puzzles was largely irrelevant. It4ust wasn’t fun to play. 

so FAR, so GOOD... 

TheTirst time we saw-fi/ade up and running was on the 
Gremlin stand at STS last September. It was, to be fair, 
pretty msipid-looktng - an unconvincingly animated 
sword-wielding hero running around dull locations with 
sparse textures. What a difference five months m^s! 
The game now features some of the neatest volumetric 
and dynamic llght-sourcmg effects i^e seen. Bufmng 
torches on the wafls throw flickering 4*ght into the 
rooms, product superb real^me and realistically 
morphing shadows. Although 
incon>plete in many areas, the 
textures themselves are beginning to 
be ^plied, and they look deep and 
rich. Most satisfyingly, when an 
enemy is bludgeoned to death, you can see his blood trickle down walls, between 
paving stones and even into water, where it forms a cloudy red murk? This is an effect I 
can’t r^alts^ng before. Speaking of w^r, the H20 effect is also ve^ impresstver 
Th^ haven’t got things like.r^ples as characters wade or swim working yet, but It’s 

coming very 
nicely indeed. WRin 


“NO-eNE HAS m SUCCESSFUUYINCORPORAIEO THE 
HfOEPTH FIGHnNG TECHNIQUES OF AN OUT-AND-OUT 
BEAT-'EM-UP INTO A FUU ARCADE ACRON ADVENTURE'’ 


_ Interview with ____ 

JUAN DIAZ-BUSTAMANTE 

HEAD OF MARKETING & PRESS AT REBEL ACT STUDIOS 


UPC: How long has Blade been in development? 
Juan; Since mid-1996 

UPC: Was there any problem with the name after 
the Wesley Snipes film came out, and were you 
worried this might lead to confusion? 

Juan: Well, we are not very happy about it. 
Anyway, as the game is so different to the film, I 
hope people will feel that ours is the worthy one. 

UPC: What makes it different from other 
similar games? 


Juan: Well, Blade is a new concept. It cannot be 
compared with Quake-alikes, Tomb Raider^ Die by 
the Sword or anything similar. Everything is 
different - technology, design, playability... We are 
creating the most realistic 3D game ever made, 
interactivity with the environment has never been 
so high thanks to our physics system. The sense 
of ‘been there’ is incredible! 

UPC: What features are you most proud of? 

Juan: Real-time lighting and shadowing system 
(this time it’s a true one!), physics system, graphic 


engine, combat system, game design, atmospheric 
effects, water effects... When somebody is playing 
Blade, everybody is around looking, laughing, 
shouting and screaming. I like that. 

UPC: Which games have influenced you in the 
creation of Blade? 

Juan: We are creating a new genre. There is not a 
game that could be taken as our guide to follow. 
Anyway Quake II, Zelda 64, Diablo and some non¬ 
computer RPG games have influenced us the most. 

UPC: How exactly will the combat work? 

Juan: It is very realistic. You and your enemies can 
use different kinds of attack movements (even 
combos) and they can block your attack, etc. It is 
real hand to hand fighting, although there are 
some spells, bows, crossbows, etc. as well for 
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BUDE UPC 

CAUGHT IN THE REBEL ACT 



finished it’ll feature all the properties you associate with the real mctuding neaH 
time morphing reflections. Other fancy features will include reflecti¥e and 
transparent surfaces, and the game will constantly upilate the display, 
maximum number of polygons on screen-white maintaining the frame 

At the present state of completion lt!s only-really possible tp_cammaitt on ^ 
grapliics, which are looking rather lovely^owever, if 6/ade’s gameplay^^^^iyy^^^ 
bitting, it could be a bigtiit. It’s easy to^^see what the detteiopers are 
it, anda lot of previous games have tried and failed. The cruciai ding is 
they get that right, Are rest should faH into=ptece fairly-easiiy. Then we’ll 
game on out hands. If not, it’s just another hack n’lStashathon^ ^baft a pre^.e^ 
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Spanish developers. Rebel Act 

for release until sometime during 

Studios, are based in Madrid, and 

the third quarter of 1999, as the 

Blade will be their very first game. 

company refuse to release the title 

It’s been in development for two 

until they’re completely happy with 

and a half years and isn’t scheduled 

it. What a refreshing change! 



V. 









long-range attacks. You can mutilate your enemies 
(and they can mutilate you), so everything is full of 
blood and body pieces after a fight (ugh!) At the 
same time, you see your character suffering (and, 
believe me, you suffer at the same time!), as the 
injuries remain on his body. 

UPC: How many weapons will there be? 

Juan: More than 60. Anyway, you can attack with 
everything you can grab - a chair, a lamp, even the 
leg of one enemy that you have previously 
chopped off! 

UPC: How much are you concentrating on the 
multiplayer aspect? 

Juan: We are concentrating a lot on the single player 
aspect. Anyway, the technology that supports Blade 
should allow us to create one of the most enjoyable 


multiplayer games ever! Think that your character 
gains experience as he progresses, you can 
continuously upgrade your weapons, shield, armour, 
etc. stealing them from other enemies. You can take, 
throw, kick objects, throwing them to your 
enemies... The objects react realistically when they 
collide with other objects or with other characters. 

UPC: What major problems have you encountered? 
Juan: Many, many things are new in Blade. They 
have never been experimented with nor done. It is 
always hard to work without an existing reference. 
At the same time, making a technology that allows 
the player so much freedom (for example, you can 
take a barrel or move a table, putting it wherever 
you want in the map, etc.) and a system for close- 
range face to face combat makes Blade one of the 
most complex games ever developed. 


UPC: What are your hopes for the final product? 
Juan: After three years into development, we 
would like people to enjoy it and play it to death. 
This is our big dream. 

UPC: Do Rebel Act have other products in the pipeline 
and, if so, can you tell us anything about them? 

Juan: Once we finish Blade, we will start Blade II 
and another game with no name yet (3D action 
first-person game). Some people would like to see 
Blade for Dreamcast/PlayStation 2. Let’s see... 

UPC: How many people do you have working there? 
Juan: Now, fourteen. 

UPC: How do you manage to get to work when your 
Spanish nightclubs stay open until 6:00am? 

Juan: It’s hard, I must admit. 
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A RIVAL FAMILY IMPERILS YOUR LIVELIHOOD. THE EVIL EMPIRE'S PRESENCE IS LOOMING. 


YOUR ONLY HOPE IS TO JOIN THE REBEL ALLIANCE IN THIS EPIC STAR H/AffS ADVENTURE WHERE 

ONLY THE TOUGHEST SURVIVE. THE LATEST IN THE UNIVERSALLY ACCLAIMED X-WING SERIES, 

ARE YOU WORTHY OF FLYING 
THE MILLENHIUM FALCON? 

X-WING ALLIANCE IS THE GREATEST STAR WARS SPACE COMBAT EXPERIENCE YET, WITH A 

CAPTIVATING STORYLINE TO KEEP EVEN THE MOST UNSHAKEABLE REBEL ACE AT THE EDGE OF 

HIS COCKPIT. ANSWER THE CALL TO ACTION AND FLY MORE THAN 50'DO-OR-DIE MISSIONS IN 

A BLAZE OF STUNNING SOUND AND EXPLOSIVE 3D ACTION. CONTROL X-WINGS, Y-WINGS, A-WINGS, 

PROVE IT. 


B-WINGS AND Z-95’S AS YOU DUEL IN DOGFIGHTS OR ORCHESTRATE HUGE FLEET BATTLES. 

IT'LL TAKE ALL YOUR SKILL AND DETERMINATION, BUT IF YOU CAN PROVE YOUR METTLE TO 

THE ALLIANCE, THEN MAYBE YOU'RE READY FOR THE ULTIMATE ASSIGNMENT: TO FLY THE 

MILLENNIUM FALCON\U10 ATTACK AGAINST THE MIGHTY 

DEATH STAR IN THE CATACLYSMIC BATTLE OF ENDOR. 
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Any game scoring this highly 
Is considered exceptionally 
good by the UPC team and 
worth buying 


IT’C review a box-out simitar to the one shown here will list all the information you need. We display both 

I I w recommended and minimum specs for each game - the amount of RAM, the processor speed, any graphics 


requirements and how much hard drive space you need. We then have a final verdict and score. 

For those interested in buying the reviewed game. Its publisher and developer are listed, along with Its price and release 


date at the top of the page, if you have access to the Internet, a Web address for the product is also supplied. 


Any game scoring this low is 
best avoided. Should you 
purchase such a title, be 
prepared for the worst! 
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OUT OF 100 


HOT PROPERTY 


NOTPROPHTI 


85 - 89 % 


A score In this bracket is a 
sign that the game reviewed 
is of a high quality but has the 
odd minor flaw 


HAZARDOUS 


0 - 40 % 


EXPLOSVE 


EXPLOSIVE 


IQE 

90 - 100 % 


I KNOW WHAT YOU’LL 
DO THIS SUMMER 


IT’S 


I spring! On Friday it chucked it down all day long. 
1 Now it’s Monday, and the sun is bathing in a big 
blue sky, I’m wearing a T-shirt and all is warm and friendly in 
the world. In short, it’s far too pleasant a day to be sitting 
inside watching TV or, dare I say, playing on a PC. So what 
could possibly be keeping me from the sunshine, skulking in 
a darkened room hunched over a hot keyboard? 

Aliens Vs Predator is one reason, although you shouldn’t 
really play it with the lights off. For sheer intensity it beats 


disappointing previous versions. It takes football management 
down a different avenue to CM3 and could easily prove to be 
another stumbling block in your quest for a suntan over the 
coming months. A mention must also go to Psygnosis’ 
Lander, which could have been a nightmare but is in fact a 
worthy homage to the all-time classic that was Thrust. 

If you can steal a few minutes between playing that 
little lot, then get yourself outside and soak up a few 
rays. It’ll be September again before you know it, and 


even the mighty Half-Life. The speed 
and atmosphere is incredible, and with 
three vastly different characters to play 
as, it’s almost three games in one. At last, an Aliens license worthy of the 
name. It’s a lot better than the abysmal Alien Resurrection movie as well! 

Civilisation: Call to Power will eat up your summer days just like Civ 
II did before it - just ten more minutes, then I’ll go out into the garden! 
For strategists we’ve got the best C&C clone since Total Annihilation in 
Warzone 2100, and a sequel to the underrated Army Men from Ubi Soft. 

Premier Manager Ninety Nine is a surprisingly good package after 


“I’M WEARINS A T-SHIRT AND AU IS 

WARM AND FRIENDLT IN THE WORLD" shoes. Oops, I’m all depressed 

again now. Still, you needn’t be. Content yourself with another- 
packed review section, and don’t forget the factor 35! 


Hurray For Summer! 


MILES GUHERY. 


REVIEWS EDITOR 


HALL OF FAME releasGS... 


PG70- WARZONE 2100 
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With more and more games 
containing adult content, we’ve 
decided that any game 
deemed unsuitable 
for minors will /r 
receive the well- ll I ] 

known 18 I I 

certificate logo. 


Special 

Reserve 

Live (fl) lattf^:// 
special, reserve.co.tik 


REVIEWS GUIDELINES 

ULTIMATE PC reviews are sponsored by Special Reserve. We use MAXX PCs from the Special 
Reserve range of machines. These Pentium II P450 machines come equipped with 128MB RAM, 
a 12GB Hard Drive, an SMB AGP graphics card, 12MB Voodoo 11 3DFX card, DVD drive, a 17’ 
monitor and Windows ’95. As you can see, Special Reserve sell top quality PCs equipped with 
the latest components. The MAXX range is unique by virtue of the extensive list of custom 
options available, including DVD and 3DFX. To find out more about Special Reserve’s MAXX PCs 
and the company’s impressive range of other machines, call them on 01279 321321, or write to 
them at: PO Box, 847, Harlow, Essex, CM21 9PH. 
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OUBLISHER GREMLIN 0EVELOPER DYNAMIC QRICE £29.99 QELEASE OUT NOW (SDEB SITE www.premier-manger.com QLAYERS 1-16 



OTHER OPTIONS... 

Cliampionship Manager 3 

UPC 21 - 90% The database is huge, the scope 


is vast, the game is colossal. This is what they MOW 
all have to beat. 90% 

Ultimate Soccer Manager 98/99 

UPC 20 - 80% A reasonable game but lacks 
the tactical depth and considerable polish of NOW 
Premier Manager Ninety Nine. 78% 


Foolball World Manager 

UPC 17*81% Lots of numbers too, but the 
PM-style interface is trickier than it ought to be NOW 
to get around. nn 0 / 


Get the sheepskin coat out and dust elf all 
those lovable cliches - there’s foothall 
management to he done! 


and will be out of date by the time you buy the 
game, but it makes an interesting aside. 

Manager League is the standard game in 
which you can select any club, while Pro 
Manager is for accomplished bosses only. 

Here you’re offered positions at several third 
division clubs with specific goals to achieve 
such as avoid relegation, finish mid-table or 
win promotion. If the objective is achieved, at 
the end of the season you can either remain 
with the same club or accept an offer from a 
new one. The better you do, the better the 


clubs that will offer you a job, but beware: in 
my game, after choosing Hull City in division 
three with the instruction to secure a mid-table 
finish, I won the third division title. Choosing to 
stay with the Tigers, all the board demanded 
was division two survival. After a shaky start, a 
second consecutive promotion was secured 
by the play-offs, and once again the board 
demanded no more than survival in the first. 
However by rhid-November, and with the team 
sitting just above the relegation places, I got 
the sack. Harsh? I thought so! It^ 


recommended, therefore, that new players opt 
for the more forgiving Manager League. 

PREMIER PASSIONS 

If you’ve played a Premier Manager game 
before, you’ll know the interface is very 


LET’S 


I be honest, if Big Ron, 

I Bryan Robson and Harry 
Redknapp can all do it, then football 
management can’t really be that difficult. I 
mean, Robbo may have been a great player, 
but Mr Charisma he ain’t, and he’s never 
going to win Mastermind either. Sadly the 
only chance most of us are ever likely to get 
to push our cases for appointment as the 
next England boss is through management 
sims. I’ll tell you what, if they got the so- 
called pros to pit their wits against the top 
games, that would soon sort the men from 
the boys! But let’s not get carried away... 

The first screen offers three options - 
Database, Manager League and Pro Manager 
League. The database is completely separate 
from the game - it’s simply an online reference 
tool for footy stat fans. Contained within its 
bytes is information relating to all the clubs in 
the four English divisions. This includes 
stadium details and capacities, career stats 
for players, and even brief written biographies 
of many. It doesn’t have any bearing on play 
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PREMIER MANAGER 99 UPC 



Premier Manager has two ‘live’ view 
options. The 3D engine is supert, putting 
to shame many dedicated arcade football 
games but, to be honest, it’s not effective 
enough when you’re trying to judge 
players’ performances. After the novelty 


wore off I turned to the top-down option, 
which is excellent. For the first time in a 
management game you can genuinely see 
the effects of every tactical decision you 
make. Unfortunately not very encouraging 
in my case, but that’s just me! 



graphical, although text is used to highlight 
exactly what does what, enabling new 
players to find their way around fairly quickly. 

The main screen is divided into four 
sections covering the four main areas of the 
game. Particularly Important is ‘finance’, 
where you can check out the club’s cash 
situation. From here you can also make 
improvements to the stadium (you can be 
fined if the facilities aren’t up to the 
necessary standard for certain 
competitions), sell advertising space on the 
hoardings and set ticket prices. This is all 
voluntary and you can ignore it if you’d 
rather concentrate solely on the football - it 
can be useful for generating a few extra 
squids here and there. The other main areas 
are ‘information’, ‘market’ and ‘trainer’. Info 
contains all the fixtures and results for the 
season, along with the league tables. Market 
is where you can try to sign new players, put 
your own players on the list and hire and 
fire backroom staff. There are a whole host 
of backroom positions including coaches, a 
physio, scout and so on. They’re all rated 
between one and five stars, and their 
contribution shouldn’t be overlooked. A 
scout, for example, is invaluable when 
signing players. If he’s crap, not only will his 
search parameters be very limited, but so 
will the quality of what he comes up with. 
There’s no faith healer, though. 

Transfer negotiations are conducted 
much as you would imagine they are in 
real life. Every player is given an 
approximate value by his club. Make an 
offer, and after a few days there’ll be a 
response. Once you’ve reached a 
compromise over his fee, you can then 
start negotiating the player’s personal 
contract, including salary, clauses and 
bonuses. The whole thing is handled in a 
simple, easy-to-understand fashion and. 


with a good scout, suitable players can be 
located and signed with the minimum of fuss. 

The last, and most important, of the four 
main control areas is the ‘trainer’ panel. This 
is where you select your team, tinker with 
tactics and even spy on the opposition squad 
as you plan your matchday strategy. There 


simple and logical, until you realise it isn’t. For 
some reason they’ve thrown this ridiculous 
‘roles’ system In to completely confuse the 
whole affair of team selection. Just because a 
player appears in the right back position on 
the formation diagram, this doesn’t actually 
mean he’s playing there. When in the tactics 
screen, clicking a player’s name brings up a 
list of roles he can play and his relative 
effectiveness. For example, a striker might be 
100% effective playing at centre forward but 
still do a 60% job on the right of midfield if 
needed. Unfortunately you have to select the 
players, place them in the formation, then 
individually select their roles, which can be a 
right palaver - the main screen doesn’t even 
tell you whether they prefer being on the right 
or left. Outfield players are treated simply as 
defenders, midfielders and forwards. So you 
select your line-up then go to select their 
roles, only to find all your midfielders want to 
play right wing. 

FOOTBALL PlE 

When you’ve finally got everybody fit and 
playing in their best positions, it’s possible to 
select from various matchday options as to 
how you view the game. For the impatient, 
you can go straight to the result, or have brief 


“I’M RELUCTANT TO DRAW COMPARISONS WITH 
CHAMPIONSHIP MANAGER 3 ‘CAUSE I CAN’T HELP 
THINK THEY’D BE A BIT UNPRODUCTIVE ” 


are loads of preset formations, or you can 
define your own in the tactics editor. Players 
are selected and dropped by simply clicking 
between them. To put a reserve in the first 
team, click his name and the player you want 
him to replace, and they swap places 
automatically. All the positions in the roster 
are colour coded and it all seems perfectly 


text commentary with the game jumping to a 
3D highlight every time a goal is scored. The 
piece de resistance, however, is to view the 
full match in beautiful 3D. The engine, from 
Dynamic’s own European best-seller PC 
Futbol, really is excellent - more graphically 
impressive than Actua Soccer 3, in fact. 
Unfortunately, despite its visual excellence, it’s 



still not possible to effectively judge the 
contribution of individual players this way. For 
me the most effective match option is a top- 
down view of the pitch with icons representing 
the players. From here you can get a full 
overview of the game and see exactly what’s 
going on anywhere on the pitch at all times. 

It’s the most effective ‘live action’ graphical 
representation to have been implemented in a 
management game so far. Even CMS stuck to 
the old fluctuating power bars system. 

I’m reluctant to draw comparisons with 
Championship Managers ‘cause I can’t help 
think they’d be a bit unproductive. I’ve always 
been a huge CM fan, right from its early days 
on the Amiga, and to my mind, in its various 
incarnations and updates it has remained the 
epitome of management simulations. Premier 
Manager offers an entirely different 
experience. It’s not as anal as CMS (and I say 
that as a dedicated player of the game). 

There are lots of stats, but not that many, and 
you could quite easily get through a whole 
season in one sitting, if you so wished. This 
is really for the football fan who wants to get 
on with things. If you’re a CM player this will 
seem too superficial to be engrossing. It’s 
more gamey, and therefore more accessible 
to people who haven’t played a management 
game before. There’s also more depth than 
there first appears, especially in the tactics 
department, where you can tell every player 
where you want them to be individually in 
relation to the position of the ball. You can 
actually see the results and benefits of full 
backs making overlapping runs down the 
wings, for example. 

To put it in simple terms, if you like 
football and staring at reams and reams of 
stats for hours on end, buy CMS. If you want 
to try your hand at footy management but the 
thought of all those numbers leaves you cold, 
buy Premier Manager Ninety Nine. 
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CONTROLS 


MOUSE 


VERDICT 


If Champ Manager Is 
a management 
simulation, this is 
arcade management. 
Quicker, easier and a 
lot more accessible 
to the masses! 





The style of the presentation 
and excellent tactics editor 
really make it stand out 


AGAINST 


It doesn’t have the depth of 
CMS, and I can’t see it winning 
over too many CM fans 
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REVIEW 






V-RALLY 


I was a huge PlayStation 
1 hit in 1997, and now it’s 
appearing on the PC. A simultaneous release 
two years ago would have received, no 
doubt, widespread praise, but frankly, 
graphics standards have moved on 


colourful, but too blurred and blocky, and 
seem out of place against the immediate 
perspective of the course. At certain points, 
especially in crashes, you can clearly see the 
cut-off line at the top of the sky, beyond 
which mystical point no graphics exist. The 


AT CERTAIN POINTS YOU CAN CLEARLY SEE THE CUT¬ 
OFF LINE AT THE TOP OF THE SKY, BEYOND WHICH 
MYSTICAL POINT NO GRAPHICS EXIST’’ 


considerably, and V-Rally can no longer 
maintain a position on the grid. 

There is what would now be considered 
fairly basic use of 3D effects, with some tyre 
smoke, dust clouds, lighting and weather 
effects. The backgrounds, however, leave 
much to be desired. The horizons are 


2D tree, fencing, animal and spectator 
sprites are entirely unconvincing, and there 
is no destructible scenery. Hay bales on the 
English course have the stopping power of 
anti-tank defences. Perhaps the best looking 
levels are the night-time and fog-ridden 
ones, simply because the scenery is 


OTHER OPTIONS... 

Ultiin@le Race Pro 

UPC 7 - 90“/o Far superior graphics to V-Rally, 
and gameplay which is both harder to master and NOW 
which gives a much better feeling of the road. y g 

Colin McRae Rally 

UPC 15 - 89% A much better simulation of 

real rally driving. Original and very playable, NOW 

with excellent training options. 82 % 

Need For Speed III 

UPC 16 - 80% Fantastic graphics and one of 
the best games to give a sensation of real speed. NOW 
The police chase or escape option is classic. 70 


FOGGING IS ONE OF THE BEHER EFFECTS USED 


With graphics that seem about to fall apart and, 
on the whole, very average gameplay, do we 
really want this PlayStation hand-me-down two 
years along the line? 


vanishing point and driving at you as you 
accelerate. However, the falling drops 
themselves are just white lines, and the rain 
ends up looking more like a basic hyper¬ 
space effect or ‘windows flying through 
space’ screensaver. Snow is much more 
convincing, but with both forms of 
precipitation it would have been nice to see 
some windscreen splodges as in Need For 
Speed II and Ultimate Race Pro. Lighting 
effects are very basic. There is the obligatory 
lens flare from the sun, but the cars have no 
truly reflective surfaces as in games like 
Motorhead, and at night-time their immediate 
headlight glare is fixed and in no way maps 
to the terrain. The longer-range headlights, 
however, dance over uneven terrain and do 
work very well. 


V 

OUBLISHER INFOGRAMES ENTERTAINMENT 


obscured and you can get on with the 
driving without wondering why a travelling 
theatre group has left its cut-out panto 
props littered around a rally course. 

The 3D effects are nice, but limited. Rain 
is truly directional, falling from a realistic 
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V-RALLY UPC 



Good choice of real rally cars 
and a decent number of 
courses and driving conditions 


AGAINST 


Gameplay is a little easy, 
graphics poor, and the 


music sucks 


PROCESSOR 

PI 66 

P200 

MEMORY 

32MB 

64MB 

HARD DRIVE 

100MB 

100MB 

GRAPHICS 

4MB 30 CARD 

4MB 30 CARD 

CONTROLS 

KEYS. JOYSTICK OR STEERING WHEEL 


REC VERDICT 


OUT OF 100 


V-Rally is looking 
very dated against 
the latest racing and 
rally games. Little 
effort has gone into 
this PC conversion 


Stereotypically, the French are not noted for their hygiene. 

French Alps spring water bottlers, Evian, advise, “avoid drinking 
water straight from the tap. Take Evian Natural Spring Water along 
on your travels. Evian keeps you fresh and rehydrated on the road”. 
You can also use the empty bottles instead of French motorway toilets. 


medium (six mixed stages) and hard (eight 
mixed stages). Hard can only be attempted 
once easy and medium have been thrashed 
out. All modes can be played as beginner, pro 
or ace, and there is a two player option for 
split-screen racing. This has the unusual 
choice of vertical or horizontal split-screen. 


CULTURAL STEREOTYPES 


No arguments here. New Zealand 
is full of sheep. 


In New Zealand, sheep are fun for 
all the family. 


ADJUST YOUR BELTS 

The gameplay itself is, if anything, too easy, 
and the game should be played on ace setting 
for serious competition and longevity. The car 
physics are fairly accurately modelled, but 
there Is a tendency to oversteer with most 
cars. This can be easily adjusted to suit your 
driving style with the understeer/oversteer 
slider bar. Cars do not appear to sustain any 
damage and the models certainly don’t, 
despite severe collisions and violent rolls. The 
best course is to steer smoothly and resist the 
temptation to snatch at the steering, 
particularly when sliding around bends. Races 
are won and lost on the time taken up by 
crash recovery, and with fairly easy CPU 
opponents, avoiding crashes with track-side 
banks and fences is the main aspect of the 
game. The accompanying music sounds like a 
dire compilation of pumping-cheese-rock 
anthems and should be turned off immediately 
(unless you are Miles Guttery). 

V-Rally is a very half-hearted port of a 
PlayStation game onto PC. The problems are 
not glitches, but the inevitable results of a 
quick console conversion that hopes to ride on 
the dated success of the game. I have serious 
doubts that the game’s PlayStation reputation 
In 1997 will be enough to make it a PC success 
in 1999 when so little has been improved, or 
even changed. Two years is a long time 
against the rate of development in the PC 
world. V-Rally will pale in comparison with its 
upcoming peers such as the gorgeous Rally 
Championship ’99 from Europress and already 
seems stale against existing PC titles such as 
Motorhead, Need For Speed, Ultimate Race 
Pro and Colin McRae. What it needed was a 
re-build, and not a botched spray-job.^J^JQ 


GEOLOGICAL FAULTS 

The far distance pop-up is so abrupt as to be 
alarming, with huge cliffs springing up at a 
tectonic rate that would make a geologist 
wet his pants. If opponent cars happen to be 
beyond the pop-up point, then they simply 
appear to fly through the void. There is also 
significant tearing that causes gaps between 
road textures on the courses. The driving 
views also have their niggling problems. The 
driver’s view with visible bonnet is good, 
giving an excellent sense of being thrown 
about inside the car. Get thrown about too 
much in a crash, however, and you will be 
treated to a lovely view of the inside of your 
tyres through the bonnet, as your view cuts 
ruthlessly through polygons. At the other 
extreme, the furthest outside view has 
something of a scaling problem, reducing 
your vehicle to the size of a go-kart in 
relation to track-side scenery. If you bother 
to park next to a spectator, the roof of the 
car is literally waist high to a man. 

The graphics are disappointing enough to 
taint the game, but there are some good 
points. There are a wide variety of cars and 
courses. There are eight locations - 
Indonesia, England, Spain, Safari, French 
Alps, Corsica, New Zealand and Sweden. In 
Championship mode each of these courses 
has three stages of two to six laps, depending 
on your choice. There are eleven cars to start 
with, and each has adjustable suspension and 
selectable understeer/oversteer (see box- 
out). There are further tracks in the Arcade 
and Time Trial modes. Both these modes can 
be played on easy (four mixed stages). 


- ■ --i 




The Asian tapir can weigh 800 
pounds, live 30 years and is one of 
nine animals it is illegal to export 
from Indonesia, so don’t even think 
about bunging one in the boot. 


The tapir is a rare and timid beast, 
but likes to go on family outings to 
rallies and get as close to the 
screaming cars as possible. 




evian 


An Englishman’s home is his 
castle, and we tend to abide in 
detached, oak-beamed cottages. 


Some strange, modern English 
families prefer to live a bit 
closer together. 
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UPC REVIEW 



They could be positioned in flower pots to guard 
your mum’s rubber plant or melted into puddles of 
green plastic to re-enact a napalm strike. What 
are we talking about? Plastic soldiers, that’s what. 



THE 


I one thing that puzzled me about 
I the original Army Men game 
was the almost total absence of any ‘giant’ 
scenery. By this I mean toasters, giant 
flowers, cups etc. Surely this was the whole 
idea of controlling a squad of plastic toys? 
There should have been battles in the 
bedroom, kitchen, garden and bathroom, 
with soldiers sniping from behind the 
aforementioned ‘giant’ scenery. But no. 
What you actually had were missions based 
in deserts (rather than desserts) and 
grasslands, with nothing around to give you 



TORCH THE SCENERY - MELT HIDING ENEMIES 


OTHER OPTIONS... 


Commandos: Behind Enemy Lines 

UPC 12-90% A superior game in terms of 
strategy elements but some people found it very 

NOW 

hard to finish. 

87% 

Commandos: Reyond The Call of Duty 

N/A Released sometime soon, again this is 
hard. But even with only eight levels, it is a 

NOW 

superior game to Army Men 2. 

N/A 

Small Soldiers 

UPC 10 - 67% Not much cop if you are over 
the age of ten, but if you like Army Men, you 

NOW 

might like this. 

65% 



a sense of scale. And this is probably the 
reason why the game was more of a miss 
than a hit; if you wanted to play a top-down, 
squad combat game, you could have bought 
Commandos - a game superior in every 
sense to Army Men. 

FALL IN YOU ORRIBLE LOT 

For Army Men 2, 3DO have chosen to 
focus on the scale of things, and in that 
one act have improved the game no end. 


from your enemies of the first game, the 
Tans. You start surrounded by cutlery and 
tea cups, and must make your way past 
such obstacles as the kitchen sink, 
cockroaches the size of large dogs, and 
the cooker, which can be tuned on to 
block the path for the Tans. There are 
several ‘big’ locations such as this one, 
which include the front yard, a toy box and 
a hobby table. The range of different 
enemies you will face has also improved; 


“FOR ARMY MEN 2, 3D0 HAVE CHOSEN TO FOCUS 
ON THE SCALE OF THINGS, AND IN THAT ONE ACT 
HAVE IMPROVED THE GAME NO END” 


There are still missions in proportionally 
correct locations, but thankfully most take 
place in the world of the giants - a scary 
place of exploding lighters and massive 
bugs (we mean insects, not glitches). Your 
first mission of the game sees you fleeing 


included are the above-mentioned insects, 
zombie soldiers made up of different parts 
of their melted comrades, and even 
suicide bombers who run towards you 
with M80s strapped to their backs. On the 
garden level you will face countless 
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ARMY MEN 2 UPC 



There are actually four different armies in this game: Green (which is 
you), Tan (which is the enemy) and two others - the Blues and the Greys. 
These other two armies do not feature as much as the Tans, and can be 
either friend or foe. This adds an element of surprise, as you never quite 
know who you are up against during a battle. Neither the Blues or Greys 
are as powerful as you or the Tans, but they can still cause problems. 


BLUE AND TAN SOLDIERS ARE USED AS BOMBS 


SEVERAL DIFFERENT VEHICLES CAN BE USED 



numbers of these bombers, including 
captured green soldiers that you cannot 
shoot but instead must simply run away 
from as they beg for your help. To get you 
through the diverse missions, there are 
several new additions to the weapons 
available. You now get to use sniper rifles, 
camouflage, special disguises and flak 
jackets, as well as the previously available 
mortars, machine guns and bazookas. 
Several vehicles are also available in the 
game, from tanks and speedboats to 
unfinished creations on the hobby table. 

CROWD CONTROL 

Another big problem with the original 
title was that its interface and control 
options were fairly horrible, further 
making a great idea nothing more than a 
rather frustrating mish-mash of a game. 
3DO seem to have realised their 
mistakes and have endeavoured to bring 
the entire game under straight point- 


and-click mouse control, and for the 
most part they have been successful. 

This is another example of how changing 
one small thing can alter the entire feel 
of the game. This control option gives the 
game a real-time strategy feel - you can 
still use the arrow keys to move your 
men around if you wish, but the point- 
click control works well and should be 
seen as the best option. The developers 
have also implemented a much improved 
Al system which allows you to send your 
troops out on much more complicated 
missions that they should be able to 
handle on their own, rather than you 
having to hold their hands every step of 
the way as you often needed to in the 
original game. Long-serving units will 
gain experience as they accomplish 
different goals, which certainly adds 
some much-needed depth to the title. 

The multiplayer side of the game 
includes support for up to four people 
on a LAN and two people on an IPX 
connection, with a choice of Capture the 


Flag and King of the Hill options as well 
as standard Deathmatch games. 

This game improves on the last one In 
leaps and bounds. The graphical elements 


are basically the same, but the whole thing 
sits together so much more comfortably 
now that the look of the game becomes a 
second thought to tanning the Tans’ hides in 



the front garden or wiping out the 
cockroaches in the kitchen. If you liked the 
first Army Men game, you are probably 
going to like this one too, and if you played 


the previous game but thought, as I did, that it 
lacked something to make it that bit special, 
then this review should give you an idea of 
the new features in the sequel. 



“TO GET YOU THROUGH THE DIVERSE MISSIONS, 
THERE ARE SEVERAL NEW ADDITIONS TO THE 
WEAPONS AVAILABLE” 
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One of the all-time classics, Thrust has been 
reworked for a late nineties audience, with the 
new version iiving up to the oid game’s standards. 



THE LIGHTiNG ON YOUR HEADLIGHTS IS SUPERB ■ THE TRICKY BIT - FLYING YOUR CARGO TO SAFETY 


Lander 


I seems like it’s been in the 
I making for ages now, and is 
definitely the game most likely to restore 
people’s faith in Psygnosis’ ability to actually 
produce a quality title, especially in the light of 
recent cutbacks. With this in mind, you must 
be wondering how good Lander actually is. 

I’ll be perfectly honest and say that I knew 
nothing about this game before I played it and 
that it took me by surprise. To sum it up in a few 
words, it’s Thrust but in 3D, and anyone who’s 
played that game on the old 8-bit machines will 
probably be getting a bit excited after hearing 


training mode features five missions of 
increasing difficulty that help somewhat, but 
the best way to learn is to get straight into the 
action. That way you’re forced to learn quickly, 
and within an hour you’ll probably controlling 
your craft like a pro. 

Being a fan of Thrust, I quite enjoyed 
playing Lander, but I do have some pretty 
major reservations. One is that fact that 
most of the missions are pretty much the 
same - go down the tunnels below a planet’s 
surface, shoot switches, avoid traps, find 
your objective and then cany it back using 


“WITHIN AN HOUR YOU’LL PROBABLY CONTROLLING 
YOUR CRAFT LIKE A PRO” 



TRADING IN FOR A NEWER MODEL 


Your ship, called a Lander, is one of the most common forms of 
transport in 2032, when the game is set. It’s a highly manoeuvrable little 
craft that can turn on a sixpence and comes with a variety of 
specifications and weapons. As you progress in the game you can 
modify your Lander, improving your weaponry, shields, engines and fuel 
consumption. You can even upgrade it, with five possible Landers for 
you to buy, from the basic model to a hard-as-nails military version. 


this. Psygnosis claim that this game is 
revolutionary from a technical point of view, and 
they’re probably right The graphics are superb 
throughout, with incredible lighting effects 
stemming from your ship’s flashlights and 
thrusters. The cloud layers on planet surfaces 
are pretty poor, but generally this game looks 
terrific. Oh, and the music - as you’d expect 
from the company that produced Wipeout - is 
pretty darn good and goes well with the game. 

THRUSTING FOR YOUR LIFE 

The playability is also of a very high standard. 
You control your Lander via a combination of 
keys and mouse actions. The keys control 
weapons, tractor beams and the like, while 
the mouse’s movements alter the pitch and 
tilting actions of your craft. At first this 
control system is a nightmare and the Lander 
meanders all over the place. Luckily the 



your tractor beam. Psygnosis are proud of 
the continuous story running through this 
game, but a little more effort could perhaps 
have been made in giving some variety to 
your objectives. That said, this is still great 
fun, and nerves of steel are needed to cany 
your objective to the surface while your fuel 


and shields are running low. A very enjoyable 
game and a welc ome additi on to the 
Psygnosis stable. 






THIS IS YOUR BASIC UNDER, WHICH CAN RE UPGRADED AND MODIFIED TD YOUR HEART'S 
CONTENT. THE OTHERS LOOK VERY SIMILAR OUT HANOLE BEnER ANO ARE MUCH QUICKER 
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TOURING 


I Cars... Ah yes, that 
I insane sport where 
most of the motor racing rules about driving 
safely and not hitting your opponents go flying 
out of the window along with the handbooks 
on how to maintain your mechanics’ hard 
work. In Touring Cars everyone races in 
souped-up versions of the cars seen on 
Britain’s streets, with no regard for their own 
or other people’s safety, pushing the cars to 
the limits using a bit of careful barging and 
bumping. While many of the drivers are young 
and inexperienced and/or over-the-hill 
Formula One drivers (Nigel Mansell, Derrick 
Warrick, Gianni Morbidelli), this is still one of 
the most exciting and action-packed racing 
championships in the world. 

Codemasters struck gold in 1997 with 
their first TOCA game, which was a favourite 
of anyone with a pulse. In fact, on the PC 
there is a wide choice of games to compete 
with TOCA, from Motorhead to Europress’ 
Rally Championship games, and arguably 


After months ot delays and broken promises, 
TOCA 2 has finally landed on my desk. One of the 
best driving games ever now has a sequel. 


the same sport and all. In this version, there is 
a short training track on which you can get to 
grips with your car. When I first tried this, I 
was blown away! Playing on a P400 with a 
Voodoo 2 card, I tried getting the detail levels 
to maximum, the draw distance at 1000m and 
having all the graphics effects like smoke, 
dust, damage to bodywork and trackside 
graphics on full. The game worked - just - 
running smoothly and looking stunning, 
absolutely stunning. This has to rate as one 
of the best-looking, most realistic racing 
games on the PC. No question. 

The options available to you in racing 
matters are pretty good. There are single 
races, time trials and a checkpoint race where 
you race through checkpoints. Then there are 
the support cars in championships involving 
either Formula Fords (miniature Formula One 
cars, although more difficult to drive) and Ford 
Fiestas. This option is arguably the most fun in 
the game, with these small-engined cars 
haring around the TOCA tracks and sliding all 
over the place. The crashes are more 
spectacular as well, with the Formula Fords 
being easily flipped into the air. 

The main event, though, is the Touring 
Car Championship. This has all the cars, 
teams, drivers and tracks of last year’s 
championship with Audis, Renault Lagunas, 


Grand Prix Legends, a top simulation which 
has that same in-your-face feel to it (and 
difficulty levels in keeping cars under 
control), but probably still comes out on top. 

WORTH THE WAIT 

After such a long wait, and following this 
sequel’s release on the PlayStation, my breath 
was certainly baited when this copy finally 
arrived. Upon installing and loading up for the 
first time, the options screens seem strangely 
familiar, but then this game is bound to follow 
the same lines as the original, being based on 
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WHAT A STUNNA! 

Although you still need an above average PC to run TOCA 2, if it can’t 
quite handle the full detail, filtered, hi-res graphics modes with 2000m 
draw distances, it still looks pretty good on the lowest settings. The shot 
on the right is on a 640X400 resolution, 200m draw distance, low detail 
level and with no graphics filtering. The game still looks far better than 
most games available these days. On the left is the game running in the 
maximum resolution with a high detail level, a 2000m draw distance and 
full graphics filtering. The Codemasters boys have certainly achieved 
some minor miracles with the graphics in this game. 



Ford Mondeos, Rovers and Toyotas, all careful then the car is quite easy to drive, 
with their proper liveries. The game only gets tricky when you throw 

Thrown in amongst this lot Is you, a in other drivers and the weather, the bane 

plucky young driver trying to prove of many a TOCA player. Like TOCA 1, the 

himself (according to the occasional drivers all behave differently, either 

commentary by Top Gear’s Tiff Needle, aggressively or not, and the weather will 

“IN TOCA 2, IF YOU PLAY WITH A WHEEL, THE CARS 
HANDLE PERFECTLY AND ARE EASY TO DRIVE” 


anyway). You can race in any of the teams 
and must basically race in the 
championship, gaining a certain amount 
of points in each meeting (two races on 
one track over a weekend; the shorter 
sprint race and the main race with 
obligatory pit stops), and avoiding being 
dropped by the team. Most of you reading 
this will probably have already played the 
first game and know all this anyway, so 
I’ll cut to the chase. 

One of the main criticisms of the first 
game was that the cars were too difficult to 
control and too easy to spin out. In TOCA 2, 
however, if you play with a wheel, the cars 
handle perfectly; obviously if you throw the 
wheel around, the car will spin, but if you’re 


test even the most accomplished of TOCA 
players. With the now obligatory pit stops in 
longer races, you can change tyres to slicks 
which give more grip. 


NEW AND MOST 
DEFINITELY IMPRDVED 


Certainly the most obvious change from the 
first game can be seen in the quality of the 
graphics. The backgrounds and trackside 
features are more detailed, the cars look great, 
and you can even see the drivers inside; they 
sometimes shake their fists at you if you make 
them spin! The damage models are also 
Improved with flecks of paint and glass flying 
into the air when cars collide, whilst the 
bodywork crumples more realistically. 





Sometimes after a strong collision, your pit 
crew will radio in with reports like blown tyres 
or suggestions for tyre changes, as well as 
more routine calls to tell you information like 
lap times, how busy the pits are and even 
whether the car in front has taken their pit 
stops. All this adds up to a great racing game 
high on atmosphere, gameplay, excitement 
and with very, very good graphics. Everyone 
should rush out and buy themselves a steering 
wheel and then get this game. Now. 


OTHER OPTIONS... 

TOCA Touring Cars 

NOT REVIEWED Although we never reviewed 
this game, rest assured that it's one superb NOW 
racing game. Not quite as good as this, though. 


Sega Touring Car Championship 

UPC 7 - 45% More of an arcade game than 
the TOCA versions, and hence a far inferior NOW 

game. Avoid at all costs! 32% 

Grand Prix legends 

UPC 16 - 93% Okay, so it doesn't have anything 
to do with Touring Cars, but as a full-on sim of NOW 
high-speed racing there's nothing better. Oj 


THREE GAMES IN ONE! 

In the first TOCA game there were several secrets that could be 
unlocked as you progressed through the championship, including tracks 
and cars and special effects. In TOCA 2 these extra aspects will no 
doubt be included, but as an added bonus there are several Support Car 
Championships. At first only Formula Ford and Ford Fiesta cars are 
unlocked, but if you win these competitions then other cars will become 
unlocked, including TVRs and Jaguar XJ220s. Oooh, mama! 





01279 321321 


Great graphics, stunning 
reaiism and a terrific sense 
Of atmosphere 


AGAINST 


The game can be annoying 
in bad weather when you 
keep spinning 
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Okay, so it’s a real-time strategy game, but it’s not 
just another C&C clone. The feature rich Waizone 
2100 redefines the boundaries of this popular genre. 


AFTER 


I the disappointment of Ion 
1 Storm’s Dominion: Storm 
over Gifts, you could have forgiven Eidos for 
banishing real-time strategy games from their 
release schedule. The game promised lots and 
delivered little and subsequently failed to make 
much of an impression on the PC gaming 
charts upon its release. And it wasn’t the only 
one to disappoint. The success of Westwood’s 
Command & Conquer has spawned many 
clones, yet only Total Annihilation can claim to 
have achieved any real success. Dozens of 
other titles have been released and sunk 
without trace - Earth 2140, Krush, Kill & 
Destroy and Tribal Rage, to name but a few. 


until July, Homeworld delayed until June and 
Total Annihilation 2 not expected until later 
this year - or even early 2000 - the path has 
been cleared for the eagerly-awaited Warzone 
2100 to step forward and take centre stage. 

POST-WAR 

Set in the future, Warzone 2100 takes place 
on an Earth ravaged by nuclear war. It’s the 
usual sort of story; nuclear war kills billions; 
survivors band into different factions; each 
vies to take control of the globe; you take 
command and lead your forces into action. 
Still, whilst the game may not win any awards 
for the originality of its plot, it does at least set 


“THE DIVERSITY OF THE MISSIONS ENSURES THAT 
THE GAME NEVER BECOMES PREDICTABLE AND YOU 
RARELY GET THE FEELING OF DEJA-VU” 


Despite this, publishers are still keen to pump 
out real-time strategy games knowing that it’s 
still the most popular genre and offers the 
safest return for their investment. With the 
release of C&C: llberian Sun slipping back 



the scene in some style through an impressive 
rendered intro sequence that leaves you 
relishing the prospect of getting in on the 
action. This is quick and easy to do thanks to 
an uncomplicated main menu screen. 




MISSION CONTROL 

As mentioned, the world of Warzone 2100 is 
controlled by various factions. Rather than 
trying to offer different campaigns based upon 
each of these factions. Pumpkin Studios have 
concerned themselves with just a single 
campaign game. There’s no opportunity to 
play as any of the other sides, which is a bit of 
a disappointment, but at least the sole 
campaign game that is on offer is one of the 
most complete we’ve seen in a game of this 
kind. The campaign is split into three mini¬ 
campaigns, each of which is set in a different 
part of the world. Each mini-campaign Is then 
broken down further into numerous missions. 
Players are given no choice as to which order 
they would like to play these missions, and 
should they lose any one of them it’s game 
over. Personally I would have liked to have 
seen a more dynamic, non-linear campaign 
structure, but the strong emphasis on plot 
development ensured this was never going to 
be on the cards. Still, Warzone 2100 does, at 
least, offer some of the most diverse missions 
seen in a game of this kind. Some are 


attacking, some defensive, some short, some 
long, some are even timed. The diversity of 
the missions ensures that the game never 
becomes predictable and you rarely get the 
feeling of deja-vu that so many real-time 
strategy games can leave you with. 

As with the C&C titles, Warzone 2100 is all 
about building, researching, exploring, 
destroying and, of course, management of 
resources. A well-planned base is the most 
important key to success, as each of the mini¬ 
campaigns is concentrated around one, huge 
map. The base is therefore carried through 


OTHER OPTIONS... 

C&C: Red Alert 

NOT REVIEWED Great for its time, but it's now 
two-years-old and looks it. The world waits for 

NOW 

C&C: Tiberian Sun. 

72% 

Total Annihilation 

UPC 3 - 90% Remains one of the best real¬ 
time strategy games around, but it's been left 

NOW 

way behind by Warzone 2100. 

80% 

Battlezone 

UPC 6 - 91 % A hybrid of first-person action 
and real-time strategy, Battlezone was one of 

NOW 

the best games of 1998. 

84% 
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THE VEHICLES 


Each vehicle is made up of a number of components such as turret, hull and 
armour. By mixing and matching the various components, it’s possible to create 
over 2000 different units! At the start only a few are available, but through 
research, new and improved components become available. Once you’ve 
designed a vehicle, it’s stored in a production listing, and to build one you 
simply click on it. With so many units, it’s impossible to list them all (unless the 
review was over 200 pages), but here are an idea of a few which can be built... 

Tanks are the main type of unit available in the game. There can be 
hundreds of different types, depending on the type of armour, hull and turret 
used. For instance, you could decide to build a tracked tank with heavy armour 
and a medium cannon. Or you could have a wheeled tank with light armour and 
a flame-thrower. Obviously, the heavier the armour, the slower a tank moves. 








Similarly, tracked tanks move faster than wheeled ones. However, the smaller, 
weaker tanks are quicker to build and cost less resources to produce. 

Commanders can be used to concentrate firepower on a single target. 
Their lasei^guidance systems also help the units under their control to hit the 
intended target. Up to six units can be assigned to each commander. 

Sensor Vehicles act as moving radars and can pick up enemy troop 
movements from a distance, providing advanced warning of approaching 
enemy assaults. They are also good for reconnaissance as they can reveal 
concealed enemy defences. 

Once the technology has been researched, air units can play an 
invaluable role in the game as they can spot enemy units from a distance, 
defend land units and attack enemy bases. 
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UNITS CAN BE GROUPED TOGETHER FOR... ...CONCERTED AnACKS AGAINST ENEMY UNITS TANKS ARE THE MOST COMMON UNIT AVAILABIE A PLATOON OF TANKS AHACK AN ENEMY BASE 



from one mission to another, making it 
important to ensure it is well laid out and well- 
protected. There are dozens of different 
buildings which can be constructed, and each 
has an important role to play. Factories will be 
needed to produce vehicles, which will allow 
you to explore and attack the enemy. A 
research centre is vital if you are to keep up 
with the technological advancements of your 
rivals. A repair facility will allow you to return 
damaged units to mint condition. Oil derricks 
will tap the resource and turn it in to energy 
credits, which can be used to build units and 
fund research. Gun turrets will defend your 
base from enemy attacks, and so it goes on. It 
all sounds very familiar, but Wa/zone 2100 is 
not just another C&C clone. It owes a lot to 
Westwood’s seminal title, but it’s bursting with 
new, original features that stand it head and 
shoulders above any of the real-time titles that 
have gone before - features like hot-points for 
factories. These can be set anywhere on the 
map so that when a vehicle is produced, it will 
immediately head for that spot, allowing units 
to be directed straight to the heart of action; 
features like the design workshop, which 
allows you to customise up to 2000 vehicles 
with different types of hull, armour and 
turrets; features like Commanders, which can 
help co-ordinate attacks and direct 
firepower; features like programmed factory 
production... the list goes on and on. And to 
cap things off, it’s all set within a richly 
detailed, fully 3D environment. This 3D 
environment can influence the strategy and 
tactics employed. For example, hills and 


valleys can be used to conceal troop 
movement, allowing you to sneak up on the 
enemy undetected. At last we have a real-time 
strategy game where tactics and unit 
deployment are as important as outnumbering 
the enemy. 


Even when retreating, units will try to pick off 
the weaker enemy units. No matter how good 
the Al though, you just can’t beat a human 
opponent. Warzone 2100 boasts a strong 
multiplayer Skinnlsh mode which supports up 
to eight players via a LAN (Local Area Network) 


Over the last few months all the talk has 
been about the (supposedly) imminent release 
of C&C: Tiberian Sun, and Warzone 2100 has 
perhaps not received the attention it merits, 
but it will certainly be getting plenty of my 
attention over the next couple of months! I 


“WARZONE 2100 IS NOT JUST ANOTHER C&C CLONE. 
IT OWES A LOT TO WESTWOOD’S SEMINAL TITLE, BUT 
IT’S BURSTING WITH NEW, ORIGINAL FEATURES ” 


COMBAT GEAR 

Combat is obviously an important part in the 
game, and it’s a side to the game that I 
believe works exceptionally well. Despite the 
fact that dozens of units can be on screen at 
any one time, ail tearing around with guns 
blazing, it’s very easy to control units in the 
heat of battle thanks to a superb control 
interface and definable command options. 
Units can be instructed to patrol, attack, 
defend and escort. They can also be 
instructed to retreat and seek repair once 
they have sustained various levels of 
damage. Running in the face of the enemy 
fire is not normally to be condoned, but each 
kill a unit notches up adds to its experience 
level, and the more experienced a unit 
becomes, the faster and more accurately it 
can fire. It soon becomes clear that units are 
worth preserving whenever possible. 

FRIEND OR FOE 

The scourge of so many titles, the A!, is 
actually one of Warzone's strengths. When 
asked to move from one point to another, units 
have no problem finding the quickest route 
there. Should an obstacle stand in the way of 
your troops’ advance, they will simply find a 
way around it, rather than getting stuck behind 
it. If they are attacked en route to their 
destination, they will not hesitate to return fire. 


or the Internet. To make things even more 
interesting, computer-controlled enemies can 
be included as well. Various parameters can be 
set for each multiplayer battle, such as 
availability of resources, technological 
advancements and map size, all of which can 
be used to balance out any skill difference 
between the players. 


would have liked a more dynamic campaign 
structure, but otherwise I’ve little to fault the 
game on. The interface is superb, the missions 
well-balanced, the Al spot-on, the depth 
overwhelming and the challenge enormous. A 
top title, and one I heartily recommend. The 
pressure is now on Westwood to produce 
something of equal standing. 
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Half-Life Smarsh-Life! Unreal? Not real enough! 
Quake II? Ancient history! It’s been years in the 
making, but Fox’s ground-breaking Aliens Versus 
Predator has finaiiy arrived. 


THE BIRTHS OF THE LEGEND 

The Aliens and Predator film franchises are perhaps the biggest ever, apart 
from Star Wars. The first Alien film appeared in 1979 and featured creature 
designs by Swiss artist H. R. Giger. In 1986 James Cameron then turned the 
series into an action fest with Aliens and its Vietnam allegories. Then it was 
the turn of the Predator against Arnold Schwarzenegger in 1987, and later 
Danny Glover in an inferior sequel in 1990. This film cemented the legend of 
Aliens Versus Predators when an Alien head was seen in a Predator^ trophy 
room. From there the legend was born, developed later by Black Horse 
Comics and now in a superb computer game. 


' ■ 

I « 

RIPLEY GETS UP CLOSE AND PERSONAL.OUT HUDSON’S DEFINITELY NOT IMPRESSED 


YOUR 


I heart’s pounding as you run 
I through a maze of corridors lit 
by only by hazard lights, the Predator following 
your trail. The only sounds to be heard are your 
lungs gasping for air, the thudding of your 
boots on the metal floors, and the comforting 
pulse of your motion tracker (so far so good; 
there are no blips visible on its display). You 
run around a corner and discover the 
corridor’s lights have failed, your motion 
tracker picks up one, two, three blips in front. 
You throw a flare into the darkness. Suddenly 
four aliens are visible, crawling towards you! 
You empty your clip into them... 

Excited? That’s how it feels to play Fox’s 
Aliens Versus Predator as a solitary colonial 
marine trying to escape from a planet’s 
infested colony. If your nerves can take it, 
you can even choose to play as a Predator or 
an Alien. Now how cool is that? 



OTHER OPTIONS... 

Halt-Lite 

UPC 17 - 95% A great game, but it looks dated 
compared to Aliens Vs Predator and simply isn't NOW 


as scary! 93% 

Quake II 

UPC 5 - 94% What was once the best is now 
a pale shadow compared to many of today’s NOW 
first-person shooters. 89% 

Unreal 

UPC 11 - 94% Still an impressive game, but, 
again, it is beginning to shows its age NOW 

compared to AVP. 917 


THE BEST GAME EVER? 

I’m going to lay my cards out on the table now 
and set the tone for this review, so prepare 
yourselves, but A//ens Versus Predator (Al/P) is 
a better game than Half-Lifel There, I’ve said it. 
Forget Quake II - it’s showing its age. Forget 
SIN - Blood 2 with too much action, not 
enough suspense - and forget all other first- 
person games you’ve played before. Don’t get 
me wrong, Half-Life is an excellent game, but 
the use of the old Quake II engine meant the 
graphics weren’t as good as they could have 
been. The aliens looked too unrealistic and had 
a cartoon feel to them (not that I know what 
aliens feel like!), whilst the humans looked 
good from a distance but up-close were 
shocking. The gameplay was good, being a 
mix between full-on blasting action and nerve- 
jangling fear of the unknown. 
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AUENS vs PREDATOR UPC 



MESMERISING MULTIPLAYER 

The multiplayer aspect of AVP must surely rate as one of the best ever. 
Okay, you can’t build your own skins or levels, but let me explain: 

The fact that anyone logged on over the LAN or Internet can play 
as either one of the three species means that each will be playing 
differently, making this a far more exciting game than Half-Life. For 
example, playing as a marine against an invisible Predator is a 
terrifying experience, with attacks coming from all sides, the 
occasional blip registering on your motion tracker, and aliens moving 
quicker than the eye can see. Once you’ve tried it you’ll never want to 
go back to Half-Life again! 

a 


ii]i 


NOT AN ALIEN YOU WANT TO MAKE ANGRY! THeIiIRRORS ARE USELESS BUT LOOK GOOD 




AVP is a far better proposition all round. 
The graphics, as you can see, are some of 
the best seen in this genre, with the exact 
look and feel of the Aliens and Predator films 
to them, even down to Predator ships and 
alien hives. Seeing them move is another 
matter; the aliens are so quick and keep 
coming at you until you’ve blown body parts 
off (even with no legs, they still crawl 
towards you!) and the Predators are often 
invisible until they actually attack you, whilst 


when you’re playing it the game’s quality 
becomes even more apparent. Many of you 
will probably have played the Marine demo 
on last month’s cover disk and understand 
what I’m talking about, but what about 
playing as an Alien or Predator? Well, each 
race has its own style of gameplay in their 
campaigns (Al/P is basically three games in 
one), and the Alien and Predator demos 
released by Fox don’t do the game justice. 

As an alien you must protect your hive 


“THE GRAPHICS ARE SOME OF THE BEST IN THIS 
GENRE, WITH THE EXACT LOOK AND FEEL OF THE 
ALIENS AND PREDATOR FILMS TO THEM” 


the humans move really slowly in the eyes of 
the fast alien races. 

When I play computer games I like to 
become immersed in them; I want to feel like 
I’m there. I’m firing weapons or driving the 
vehicles. Apart from the recent Thief, which 
I’m still happily playing, AVP is the first game 
to make me feel this way and get me this 
excited since the original Doom, which could 
still rate in the high nineties today (well, I 
think so anyway!). The simple fact alone that 
this is based on two of the most successful 
sci-fi film franchises ever pushes this game 
into the high eighties score bracket, but 


by first sealing off your temple and then 
killing all the human and Predator intruders. 
With no ranged weaponry, you have to rely 
on your claws and tail, and later your acidic 
spit. Luckily you can crawl anywhere you 
want - on floors, on walls and ceilings - and 
you have a sort of infra-red vision with which 
to see in the dark. Oh, and you move 
incredibly quickly. So fast, in fact, that you 
can often run down a corridor and kill your 
prey at the other end before they’ve even 
pulled the trigger. Attacking with claws is a 
messy business, and the particle physics in 
AVP become apparent when you slice 
someone’s arm or leg off and droplets of 



blood spray onto the walls; each bit of blood 
for each race is individually mapped and will 
affect the game’s environment. You can even 
bite humans’ heads off and suck their blood 
for health-giving properties. Nice! As you 
progress through the levels you can even get 
bigger and stronger, eventually becoming 
this huge eight foot, virtually indestructible 
monster. Great! 

As a Predator, the gameplay changes 
again. You are equipped with all the gear 
seen in the two Predator films, including a 
pistol, medical kit, cloaking device, speargun, 
and even a shoulder cannon with a 
triangular targeting sight. All this stuff needs 
power, though, and your suit only contains a 
limited amount, depleted when you use one 
of the above and topped up by periodical 
power-ups scattered throughout levels. As a 
result of this, stealth is the name of the game. 
You can go in blasting away and killing all 
and sundry, but you’ll soon run out of power, 
so by cloaking yourself you can sneak up to 
human sentries and patrols and simply use 
wristblades to cut off heads and body parts. 

DON’T DELAY, BUY TODAY! 

There’s so much more to this game I’ve 


not yet described here, like spaceships 
flying past windows, TV screens that can 
flicker into life, the alien craft seen in the 
Alien film with Sigourney Weaver, the huge 
alien statue seen In the temple, the 
beautifully animated drop ship that 
collects you from the planet colony, the 
mirrors you encounter and the depth of 
atmosphere. I’ve never experienced 
anything like it, and being a fan of the films 
I can obviously relate to what goes on in 
the game. If your machine matches the 
recommended specs then don’t delay and 
buy this game now. Your nerves will be 
shredded, but at least you can say you’ve 
played one of the best games ever! 
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immm 

Half-Life should run 
for cover! This is the 
most intense, nerve- 
wracking, heart¬ 
pounding, downright 
frightening 






The graphics, the sound, the 
gameplay and the sheer 
scariness of it all! 


AGA NST 


Unlike Half-Lite, the levels 
are not continuous or linked 
by movies 
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WHAT’S THE STORY? 


You are Lieutenant Colonel Reyas, a top FI6 pilot who has flown Above 
Top Secret raids on powerful drug cartels. After your wife and child are 
murdered by a cartel in a car-bombing incident, you join the Aggressor 
Unit, a mercenary band of pilots, ready to fly into the world’s hotspots 
and set right the wrongs of evil cartels and governments. Independent 
and unaccountable, you take the risks for your own grim satisfaction. 


ALTERNATIVELY 

Put some 80s power rock on your 
stereo and imagine yourself in the 
classic Iron Eagle films, where Jason 
Gedrick flies similar mercenary 
missions in a ‘borrowed’ FI6. He can 
only find the edge while listening to 
80s music, so this is essential on any 
attack run. The Iron Eagle films (l-IV) 
can be rented from most bad video 
stores for around 50p a night. The 
album Aces: Iron Eagle III, by Harry 

Manfredini, is ^ _ __ 

also desirable, | 
with classic 

tracks such as , * . * 

‘Chappy’s | ^ 

Surprise’ and * y L 

‘Chappy Saves ‘ 

the Day’. 


LOUIS GOSSm, JR. JASON GEDRiCK 




Bremk The S/read Bsafer. 


HE WAS JUST THE BLUE JEANED BOY NEXT DOOR, AN AVERAGE AMERICAN KIO. BUT THROW IN 
AVIATOR SPECS, CHEESY TUNES AND AN FI 6 AND, BOY. COULD CHAPPY KICK FOREIGN BUH 


Didn’t get that multi-million-dollar fighter piane 
for Christmas? FI 6 Aggressor promises the 
ciosest you’li ever get to fiying the real thing. 


Aggressor has been developed 
with two major aims. The first is to 
reproduce as accurate a flight dynamic model 
as possible. The second is to produce a game 
that will deliver instant excitement to the flight 
sim newbie as well as to the veteran. The 
developers claim that “Aggressor’s flight model 
cannot be improved upon!”, so theoretically we 
won’t be seeing a sequel to the game with 
improved flight physics. The only limits to the 
realism of the F16 model are those that were 
imposed by the US military, and apparently 
several top-secret specifications had to be 
removed from the game. I can’t quite see 
Saddam Hussein sitting in front of his PC, 
cradling a flightstick and laughing gleefully at 
the stupid Americans for giving him an F16 




f 


i # 

J 

1 


MISSILE TRAILS ARE TRULY SMOKIN' 


F16 


blueprint, but there’s no accounting for US 
paranoia. As Groucho Marx said, “Military 
intelligence is a contradiction in terms”. 

INSTANT ACTION 

In single player mode you can select 
between Missions, Instant and Training. 
Instant mode throws you straight into the 
action and provides an excellent degree of 
configuration. You can select any of the main 
mission locations (Madagascar, Rift Valley, 
Ethiopia or Morocco) and any of six times of 
day from sunrise to evening. The weather 
can be either clear or cloudy. Enemy damage 
and ground collision can both be turned off if 
you’re more of a than a Tom Crash than a 
Tom Cruise, and you can fully customise the 
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F16 AGGRESSOR UPC 


OTHER OPTIONS... 

Total Air War 

UPC 15 ■ 857o Tty your hand in a F22, with a 
huge variety of demanding missions and NOW 

realistic graphics. 85% 

Israeli Air Force 

UPC 16 ■ 757o The novel aspect of this game is 
the opportunity to fly any of seven different NOW 
aircraft. Nice graphics and excellent training. 75% 

MIG29/F16 Mullirole 

UPC 16 - 797o Serious combat at a bargain 
price. Not overly sophisticated, with virtually no NOW 
training if you are new to the genre. 79% 


numbers of enemy planes, helicopters, 
transports, ground vehicles and ships. These 
include a diverse spectrum of private jets, 
civilian 747s, Chinooks, SCUD launchers, 
tanks, hovercraft, subs and trawlers. The 
length of the mission can be adjusted with 
time and frag limits. The variety of weapons 
is wide, with over 25 missiles, bombs and 
fuel pods to choose from to suit the mission. 
It is also possible to select pre-configured 
weapon patterns for a quick start. 

FLIGHTS OF FANCY 

The graphics are very smooth, although 
landscape textures are lacking in detail. This 
means that you really have to rely on Heads 
Up Display (HUD) data to determine your 
altitude, as there is little sense of distance 




1 



perhaps this is all part of the realism of the 
game - until I’m accepted by the Top Gun 
Academy, I have no way of finding out. How 
do they expect us to review these games 
without a proper go on the real hardware? 

The gameplay is hard to master If you are 
not a flight fanatic, and I am not. However, the 
training missions are very helpful, as is 
‘Bitchin’ Betty’, your in-flight vocal warning 

“I CAN’T QUITE SEE SADDAM HUSSEIN SIHING IN 
FRONT OF HIS PC, CRADLING A FLIGHTSTICK AND 
LAUGHING GLEEFULLY AT THE STUPID AMERICANS 
FOR GIVING HIM AN FI 6 BLUEPRINT’’ 


from visual reference. Scaling of buildings is 
slightly off, blocky towers looking more like 
Stonehenge as you fly past. There is a decent 
variety of structure, however, with gas tanks, 
barracks and hangars, as well as city 
skyscrapers. 3D effects are superb, with some 
of the best smoke clouds yet seen and 
gorgeous lens flare with an added ripple 
effect. Missile trails are very convincing, as are 
some superb explosions. In external views, 
your own plane is damn sexy, with real-time 
moving parts down to the last flaperon, and 
the pilot’s hands and head extending and 
rolling with your own thrust and joystick 
control. I did find the vivid green HUD very 
hard to read against bright backgrounds, but 


system. Training teaches take-off, navigation 
of waypoints, escorting, attacking and 
landing. Before too long it is possible to grasp 
the basics and, with a lot of practice, to start 
completing the missions. The missions are 
lengthy and involving. With the addition of 
customisable Instant missions and up to four 
comrades in multiplayer mode, the longevity 
of Aggressor is impressive. 


STAYING IN CONTROL 

If you are new to the genre, or just plain rusty, 
then don’t worry too much about the plethora 
of keys and unintelligible military jargon - there 
is a long learning curve and you can’t expect 
to grasp everything. If you want to get into 
military flight sims, then this is an excellent 
game to choose, but equally it will appeal to 
hardened PC pilots. Once you can take off, 
navigate, target, attack and land, more 
advanced manoeuvres can be attempted from 
the manual, such as Lag Pursuit, The 
Scissors and the neck-breaking Immelmann 
manoeuvre. The game will also run well on a 
relatively low spec PC (a P133 is cited), which 
is always good for those who cannot keep up 
with the racing advance of technology. 

Because of the advanced physics (see 
box-out), the scope of the game is amazing, 
and you can basically do anything that the 
real F16 could. If you don’t like the gameplay 
then you can only really blame Harry Hillaker, 
the designer of the original aircraft, because 
F16 pilots themselves have remarked on the 
game’s accuracy. 
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Top graphics, huge missions 
and the benefit of running on 
a low spec PC 


AGAINST 


a frightening number Of keys 
in the manuai 
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HERE COMES 
THE SCIENCE 
BIT... 

CONCENTRATE 

The main man (or top gun) 
responsible for development of 
the FI 6 flight model remains 
anonymous in the manual, but 
apparently is an aeronautical 
engineer and a pilot with 2600 
hours of flight time in various 
aircraft. The combined 
development team have spent 
the last seven years creating 
flight models for top US Air 
Force and other US Defence 
department military 
simulators. Their aim was to 
recreate the same high level 
simulation on the PC as exists 
for the military. As you can see 
from some of the listed 
features from the manual, they 
look like they did pretty well. 
Of course it will take a real 
pilot to appreciate many of 
them, but that’s what a lot of 
flight sim fans want. 

Modelling of transonic and 
supersonic effects such as 
wave drag, buffeting and 
effects on stability. 

Extensive modelling of fly-by- 
wire system including G- 
command, angle of attack and 
pitch rate mixing, rudder 
command, roll rate and angle 
of attack limiting, based on 
actual FI6 FLCS design. 

Atmospheric model to 80,000 
feet, including the effects of 
changing sea level barometric 
pressure, temperature, lapse 
rate and humidity. 

Supports modelling of 
meteorological effects such as 
windshear, microburst induced 
downdrafts etc. 

Turbine powerplant simulation 
considers altitude, mach 
number, afterburner and 
throttle setting, and includes 
realistic spoolup rate and fuel 
consumption modelling. 


REG VERDICT 


OUT OF 100 


flight Sim. The effort 
that has gone into 
detailed replication of 
the flight dynamics 
and environment 
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Aah... 


I the fifteenth century, I 
I remember it well. Most of 
the country lived in poverty and worked in the 
fields; Britain was still a great naval power, 
and she would often traipse across northern 
Europe picking a fight with anyone in her way. 

Over the course of the last five hundred 
years or so, our empire rose to include the 
New World (or America to you and me) and 
territories in Africa, India, Asia, Australia and 
even South America, normally the preserve of 
the Spanish. However, it then promptly 
collapsed again, until we became so desperate 
for some international clout that we now find 
ourselves knocking on the door of the 
European Central Bank. 

In keeping with the feel of this political 
rant of an opening. Imperialism 2 traces the 
changes in society and economics of this 
period, from the Renaissance and the rise of 
the mercantile classes, through the industrial 
age to the post-modernism of the present day. 


There’s a lot of depth in this 
game, and it will certainly 
provide a challenge 


AGAtNST 


it’s not advanced enough 
from the first game to 
warrant anyone buying it 
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REC VERDICT 


Could’ve been a great 
strategy title, but 
unfortunately the 
developers obviously 
haven’t heard of the 
word ‘Progress’. Buy 
the first game instead 


OUT OF 100 


KEEPING IT SIMPLE 

In keeping with this simplification of complex 
historical processes - this game Is anything but 
simple, I might add - Imperialism 2 requires you 
to manage and develop resources and new 
technologies, while at the same time keeping 
your ever-expanding empire safe from attack 


A 

^ ^ ^ ^ 
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IMPERIALISM 

OUBLISHER MINDSCAPE OEVELOPER SSI QRICE £ 3 4.9 9 (RELEASE OUT NOW ©EB SITE www.mindscape.com ©LAYERS ONE 


Conquerors, despots, dictators! Lend me your ears 
and listen to my plan to take over the New World! 


which kept you abreast of world affairs. In this 
new game you simply have the option of 
letting the computer decide your avenues of 
research, while your Information arrives in a 
box that annoyingly appears before each turn 
with the same basic messages every time. 

If you love the Civilization games and are 
tempted by Imperialism 2, then try and buy the 
first game instead. It’s out on budget and is 
just as good as this new version. 


“YOU NEVER REALLY GET A FEELING OF BEING IN 
CONTROL OF YOUR TERRITORIES ” 


industries, you never really get a feeling of 
being in control of your territories. You move 
people over resources, develop them and 
then use them In industry then... what? 
Nothing. Eventually you develop faster than 
your resources can manage and your 
empire-building comes to a stop. What I 
found incredibly annoying was the fact that 
no matter what pacts, alliances or treaties 
you made with other countries, if you run out 
of bronze, for example, no-one will come 


2 switches to an RTS game, with your forces 
poised against the enemy in a winner-takes- 
all situation. This is probably the best bit of 
the game (if you forgive the poor graphics 
which are reminiscent of the first game [Issue 
3,90%]). In fact this is probably the main 
problem with Imperialism 2 - it’s just the 
same as the first game, which is almost two 
years old, and is perhaps even worse. In the 
first game you had advisors, who helped you 
reach decisions, and the Imperial Times, 


and your peoples fed and watered. Starting at 
1500, you can choose any one of the major 
western European countries and lead them to 
conquest over the ‘savages’ of North America. 

I say savages, because once you’ve started 
harnessing the resources in your own country, 
you can send ships to explore and discover 
the provinces of America and mercilessly 
exploit them. Once you discover the capital 
cities you can set up embassies which allow 
you to move your engineers and builders in to 
develop and harness the resources. 

However, while this game can lay claim 
to a great deal of depth, right down to how 
you concentrate your workers within specific 


forward and sell you any. This is especially 
annoying when you’re under attack and 
desperately need some troops. You try to 
recruit them, then find you don’t have any 
bronze and spend about twenty turns 
desperately waiting for some to be offered. 

When you do get into a scrap. Imperialism 
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RETURN 


I to Krondor is the 
I sequel to Betrayal at 
Krondor, both games being based on 
places and characters in the novels of the 
best-selling fantasy author Raymond E. 
Feist. The sequel has been a long time 
coming, bouncing between publishers 
before Sierra picked it up, and fans of the 
books will no doubt be overjoyed. If you are 
not a fan, this will not preclude you from 
the game. The characters in the novels are 
endearing but shallow stereotypes, and you 
will easily pick up a good feeling for 
Krondor and the Midkemia world from the 
game characters and environment. 


and enemy regeneration. For instance, if 
you die in a fight and replay from the start 
of a level instead of the start of the fracas, 
the enemies will have different armour and 
weapons, and sometimes appear in 
different places. Fighting is turn based, 
which can be annoying if you are new to 
the genre, but simply has to be accepted 
as a hangover from these games’ tabletop 
wargaming origins. 

GROUP DYNAMICS 

The central plot is obviously in place and 
there is clear, sometimes too linear 
progression, but the details of the story are 


At last, the land of Midkemia is re-opening to 
visitors, and no doubt Feist fans will be flocking 
back for this intriguing second instalment. 



sorceress Jazhara, magician’s son William, 
warrior-priest Solon and reluctant wizard 
Kendaric. The group does separate at times, 
pursuing different goals for a while before 
the finale, but generally there are fewer sub¬ 
quests than In the first game. 

The in-game graphics are pretty good for 
an RPG, with the True3D engine providing 
good real-time lighting and special effects 



modelled, if a little cardboard in their 
movements, and their appearance changes 
depending on what armour you outfit them 
with. The content and tone of the speech is 
perfect, neatly capturing the noble naivete of 
the characters in the novels. 

WORLD AS 


“AS IS SO OFTEN THE CASE, THE JOURNEY IS MORE 
ENJOYABLE THAN THE ARRIVAL” 


CHAPTER AND VERSE 

The game is structured in many ways like a 
book. It has ten separate chapters, from 
which the plot twists in a new direction and 
takes you from the high citadel of Krondor, 
down through the city sewers and into an 
ancient and evil temple. Each chapter is 


huge, and every time the game is replayed, 
there is a certain amount of random object 



being written as you play. You start with a 
single character. Squire James, who is a 
reformed thief, known to fans of Feist’s 
books. However, as you progress through 
the game, you will pick up four other 
characters to join your band. These are 


such as colourful spells and explosions. The 
player can concoct his own spells, which is 
a novel feature in RPGs. Backgrounds are 
nicely pre-rendered, although changes in 
perspective between screens can be 
confusing. The polygon characters are well 


it is impossible not to be drawn into the 
story and get engrossed in this game, but 
as is so often the case, the journey is more 
enjoyable than the arrival. There is an 
abrupt and disappointing ending, leaving 
you with loads of unused inventory items 
and only a desperate hope that ideas 
obviously curtailed for a quick ending will 
find their way into a third game at some 
point in the future. 


Reserve 
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Engaging plot, fun characters 
and good 3D graphics make 
this an above average RPG 


AGAINST 


The game is too linear at 
times, and the sudden ending 
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With superior 
games like Baldur’s 
Gate around, this 
will appeal to fans 
of the hooks, hut 
will not go down 
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Arcade racing in a car-crushing war machine, hut 
is it tanks for the memory or time to make tracks? 


WHAT 


I is It about tanks this year? 

I They are infiltrating every 
genre of PC game: Wild Metal Country takes 
on the Quake-style mission and multiplayer 
genre; Tanktics attempts to put the vehicles 
into a strategy game; and now Tank Racer 
sees the entrance of the metal monsters into 
arcade-style racing. Whatever next? Tank 
Football ’99, Tankionship Manager? 

Tank Racer is a very light-hearted game 
with an immediate sense of fun in its 
gameplay. The simple object is to complete 
the courses as quickly as possible, destroying 
anything In your way. Power-ups such as 
missile, turbo, shield, mines and alien 
abduction help you to do this. However, the 
game is like a one-liner joke. It will get a 
laugh, but is inherently shallow. 

TANK TOPS BACK IN STYLE? 

The controls are awkward to say the least. 
Keyboard steering gives very poor turning, 
and you spend all the time bouncing off the 
track-side wails and buildings. Take it slower 
for better steering and you will never overtake 
enough to win races and move on to different 
tracks. A steering wheel gives slightly better 
control, apart from a large dead-zone in 
middle steering, which means that you have 
to turn the wheel considerably before the tank 
suddenly begins to turn sensitively. The use of 


the handbrake Is essential to maintain speed 
and make it around corners, but it is over¬ 
sensitive, braking far too hard. It Is therefore 
impossible to slide for any distance, so 
handbrake use is a matter of repeated short 
stabs - a very unsatisfying way to corner. 
Secondary controls rotate the tank’s turret left 
and right. At first there is more than enough to 
worry about just keeping in the race. It is easy 
to forget that you can rotate the turret, and 
generally you just fire at tanks which are 
directly in your way. The best use of turret 
rotation is to shell a pursuing tank. 

CRUSHING DEFEATS 

One of the best aspects of the gameplay is 
being able to crush non-race vehicles. While 
there is something inherently pleasing about 
flattening a stationary police car, the 
accompanying graphics more closely 
resemble a backward lesson in Origami. 
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\ SHHH! YOU'LL WAKE UP THE NEIGHBOURS! | 


Vehicles crush in sections, but the effect is 
unconvincing and they end up as perfectly flat 
textures. There is a peculiar mixture of well- 
modelled tanks but poor real-time effects, and 
2D scenery such as cows and sheep, which 
fall flat for comic effect but seem at odds with 
the rest of the 3D environment. Good lighting 
and water effects are overshadowed by terrible 
2D pixels such as the UFO power-up. There is 
also significant clipping, tanks sometimes half- 
disappearing in rock walls. The far distance 
pop-up is also rather obvious, and occasionally 
the horizon tears away to reveal a black 
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The concept is a lot of fun 
and the environments can he 
varied and unusual 
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Poor effects and frustrating 
controls make for a very 
disposable final product 
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background. The environments are undeniably 
amusing, however, including a theme park with 
working rides and the opportunity to plough 
through a supermarket. 

The plus points of Tank Racer are the wide 
variety of tanks, tracks and power-ups. There 
are fifteen tanks to play with as you complete 
the bronze, silver and gold cups, eight single 
player and fourteen versus mode tracks. 

There are also eight battle mode tracks - 
basically deathmatch arenas - where up to six 
people can fight It out on a network to be the 
last tank standing. sus 

mm 

Although it is an 
amusing concept, Tank | 

Racer is little more. 

Despite an excellent 
variety of courses, the 
gameplay alone will 
stunt longevity 


OUT OF 100 
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OUBLISHER INTERACTIVE MAGIC (DEVELOPER ERUDITE SOFTWARE QRICE £39.99 (DELEASE OUT NOW (DEB SITE www.imagicgames.cotn QLAYERS 1-2 


UPC fixes bayonets and charges the battlefield, 
as countryman is pitted against countryman in 
Interactive Magic’s North Vs South. 



THE 


I American Civil War may not 
I hold much historical interest 
to us Brits, but the pitting of North Vs 
South, American versus American, 
nevertheless makes for an interesting 
gaming challenge, and through Interactive 
Magic’s turn-based wargame, players can 
fight all the major battles of the war such 
as Gettysburg, Bull Run and Antietam. 

Taking command of the Unionist or 
Confederate forces, players take to the 
battlefield in an effort to emulate the 
success of the great military minds of the 
time, like Sherman, Lee and Grant. Each 
battle can be customised to match the 
skill of the player through five different 
difficulty settings and toggling on or off 
fog-of-war. To be honest, though, the 
easier difficulty settings are unlikely to 
get much use as this is a game geared 


then your £40 will get you ten different 
battles, each of which has a historical 
and a number of hypothetical scenarios, 
a campaign game which covers the 
whole war, and LAN options for head-to- 
head multiplayer combat. 

FOG-OF-WAR 

As with most wargames, the graphics in 
North Vs South are functional, but 
nothing more. Units are animated, but 
this adds little to the game. Not that it 
needs to - if you like this sort of game, 
it’s the challenge that will appeal, not 
the fact that flags flutter in the wind and 
smoke bellows from the cannons. One 
area which could have been improved 
though, is the icon-driven control bar 
which runs along the top of the screen. 
The icons are small and are not easy to 


“IT’S ONLY REALLY SUITABLE FOR KEEN 
WARGAMERS OR THOSE LOOKING TO STEP UP A 
LEVEL FROM THE MORE ACCESSIBLE TURN-BASED 
WARGAMES LIKE WESTERN FRONT ” 



towards the hard-core wargaming 
fraternity. The complex command 
structure, restricted movement and 
combat and formations, make this a 
much more demanding proposition than 
the likes of People’s General and Eastern 
Front. As such it’s only really suitable for 
keen wargamers or those looking to step 
up a level from the aforementioned turn- 
based wargames which are far more 
accessible. If you fall into this bracket. 


define; they look like they’ve been 
drawn by a child. Still, those who are 
prepared to spend hours refighting the 
Battle of Bull Run are unlikely to be too 
put off by this minor irritation. 

If you’ve played the likes of SSI’s 
General games and want to step up a level 
to something more tactically and 
cerebrally demanding, then this is the kind 
of game you should be loo king at. A solid 
effort, but nothing special. ECU] 
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A decent turn-based 
wargame that’s been 
designed for the 
hard-core and which 
is best avoided by 
everyone eise 
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COMPLETE WITH A CD-ROM JAM PACKED 
WITH THE BEST PC DEMOS ON THE PLANET! 
























QUBLISHER ACCLAIM 0EVELOPER IGUANA QRICE £34 79 


OELEASE out now (2)EB site www.acclaini.net OLAYERS 1-4 



THEY FEAR NOWT - EXCEPT FOR MAD TURKEYS 


It’S the very first, first-person shoot-’em-up based 
on a TV programme. Have Acclaim’s development 
studio come up with the goods? Well, god damn it? 


was going to happen sooner or later. 
In fact, it would have been pretty 
stupid for someone not to snap up the 
license to the cartoon that’s taken the world 
by storm, especially with characters such as 
Chef, Cartman and that talking piece of 
excrement, oh yes, Mr Hankey the Christmas 
Poo. There’s a lot of potential. 


1 OTHER OPTIONS... 1 

Half-Life 

UPC 17 - 95% Still in my opinion the most 
spectacular first-person shoot-’em-up ever. Half- 
Life kicks South Park into a Colorado gutter! 

NOW 

93% 

Unreal 


UPC 11 - 95% A great shoot-’em-up with a 
great game engine, Unreal is still up there with 

NOW 

the big boys. Gives South Park a big slap! 

91% 

Doom 


N/A It’s so old we never actually 

reviewed it in ULTIMATE PC, but it’s safe to say 

NOW 

that it’s far superior than Acclaim’s offering. 

N/A 


As with most TV and film licensed 
games, though, the motto seems to have 
been ‘make money fast’, as opposed to 
‘let’s give those gamers something for 
their money’. That’s right, folks, the game 
based on that really cool American 
cartoon you crack your ribs over every 
time you see it is absolute crap. 





YOU BASTARDS! 

Last month I had the pleasure of reviewing 
Iguana Studios’ other first-person shooter, 
Turok 2: Seeds of Evil. Although not up to 
the standard of Half-Life, it was still pretty 
good. South Park, though, seems to have 
been put thrown together in no time, and 


The first few stages of South Park are 
made up of a few structures here and 
there, plus hundreds of turkeys that will 
chase you and chase you, making 
ridiculous noises all the way until you’ve 
killed them. These enemies, as well as 
many others in the game, don’t really have 


“THAT’S RIGHT, FOLKS, THE GAME BASED ON THAT 
REALLY COOL AMERICAN CARTOON YOU CRACK YOUR 
RIBS OVER EVERY TIME YOU SEE IS ABSOLUTE CRAP” 


as a result, you’ll have no problems 
reaching the end of what is an incredibly 
easy game. The levels are tiny, very 
repetitive, require hardly any skill to 
complete and will basically annoy the hell 
out of anyone playing them. 


artificial intelligence - in fact most of them, 
especially the animals, act as though 
they’re retarded. Okay, so the characters in 
the game should be mad, but the 
developers could at least have made them 
slightly intelligent, so as not to give the 
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SOUTH PARK UPC 



THE WEAPONS OF SOUTH PARK, COLORADO... 
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Ammunition: Unlimited 
Power: Low 
Speed: Fast 

Primary Fire: Normal white snowball 
Secondary Fire: Yeliow snowbail 
that’s slower but is twice as powerful 




Ammunition: 80 max 
Powen Medium 
Speed: Medium 

Primary Fire: Bali bounces four 
times. Can be reused 
Secondary Fire: Baii bounces eight 
times. Double damage 




Ammunition: Packs of one 
Power: Medium 
Speed: Siow 

Primary Fire: Piunger hits opponent 
and fails off. Can be reused 
Secondary Fire: Goes around corners. 
Three can be thrown at a time 


Ammunition: 200 Max 
Power: Low 
Speed: Fast 

Primary Fire: Rapid fire by hoiding 
down button 

Secondary Fire: Charge gun four times, 
on the fifth wiil fire super missiie 

• # '16 ♦ nfr f?# 'Wt 




Ammunition: Around 100 
Speed: Medium 
Power: High 

Primary Fire: Phillip expiodes when 
he makes contact 
Secondary Fire: Terrance acts like 
proximity mine. Piace him on a waii 
and wait for something to come 
along and set him off! 


Ammunition: 200 Max 
Power: High 
Speed: Medium 
Primary: A piranha is fired, 
draining away the 
opponent’s heaith 
Secondary: Fires a yellow ray 


Ammunition: Packs of 
tweive 
Power: High 
Speed: Siow 
Primary: Fires 
chicken eggs 


Ammunition: Unknown 
Power: High 
Speed: Siow 
Primary: Fires a cow at 
your opponent. 

Very impressive 


gamer such an easy time. I swear every 
one of the cows has come down with BSE! 
Sure, the enemies do change as you 
progress on, but the same strategy is 
required for each of them - just hold down 


MMM, MMM, MMM 

As expected, some of the weapons in the 
game are quite bizarre, such as the Cow 
Launcher and Super Sniper Chicken. 
Although some are humorous (for about ten 


“THE LEVELS WILL BASICALLY ANNOY THE HELL 
OUT OF ANYONE PLAYING THEM” 


the fire button until they’re dead. Rarely are 
you required to dodge their weapons, as 
few actually have them. If a selection of 
enemies were included into each level it 
would have made the gameplay far more 
enjoyable, but they aren’t. Instead, level 
one features turkeys; level two cows; level 
three tanks; level four clones and so forth. 

Also, to my disappointment, I found 
that there were no puzzles to solve, keys 
to pick up, or even difficult areas to 
navigate my way around! 

□aap, □ 



seconds), they’re really not worth going in 
search of. Instead you’ll find yourself 
sticking to the weapon that causes the most 
amount of damage, enabling you to end the 
level (and game) as quickly as possible. 

They’ve also attempted to make the 
weapons more interesting by implementing 
secondary firing modes, but they just don’t 
stand out like the ones featured In Unreal or 
Half-Life. In fact, you’ll discover that the only 
real advantage to South Park weapons is that 
some ammunition is re-usable. 

Graphically the game isn’t all that good 
either, but it wipes the floor with the blurry 



YOU’LL COME ACROSS LOTS OF TURKEY TANKS 


Nintendo 64 version. Sound-wise a lot more 
could have been done with the samples, but 
the funky music will encourage you to move 
on, battering enemies to death with your 
urine-filled snowballs and plungers. 

As you have probably worked out by now, 
the game’s single player story mode leaves a 
lot more to be desired. After completing it the 
first time, you won’t want to do it again, and 
so the only life left in your copy of South Park 
is the multiplayer mode. To be quite honest, I 


didn’t even bother trying it out, and I don’t 
intend to. Well, it’s hardly going to compete 
with the likes of Half-Life or Quake II, is it? 

Admittedly, the younger audience may 
appreciate this easy gameplay, but, then 
again, as a responsible journalist, I must 
put this question to all parents: What 
would your reaction be if your child 
urinated in a snowball, threw it in your 
face and then called you a bastard? Well, 
what ya gunna do? 



MORE CRAZY GOINGS ON IN SOUTH PARK, USA 
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Cheesy Poofs and Mr Hankey 
the Christmas Poo. He poops 
everywhere. How nice! 


AGAINST 


Repetitive gameplay. Far too 
easy. Annoying enemies, 
boring weapons 
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VERDICT 


OUT OF 100 


The most pathetic 
first-person shooter 
on the PC. It’s sad to 
think that despite this 
review, people are 
still going to buy it 
because of the name 
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OUBLISHER EIDOS OEVELOPER SILICON DREAMS QRICE £34.9 9 QELEASE OUT NOW 0EB SITE www.eidosinteractive.com QLAYERS 1-2 


Taking a look at the top of the table, there’s not 
much to choose between Michael Owen’s World 
League Soccer and UEFA Champions League... 




ALEX 


I Ferguson, Manchester United’s 
I very own Mr Happy and all¬ 
round ex-St Mirren manager, will apparently 
not rest until he sees his dour visage 
reflected in the polished silver of the 
Champions League trophy. Still, I’m sure in 
the meantime he’ll rest easier knowing that 
he can now see his image reflected on a PC 
monitor displaying a computer-rendered 
image of said desirable trophy, having just 
lead his team through the gruelling stages of 
the competition from the comfort of his 
Manchester United ™©® armchair. It’s 
certainly not hard to see the appeal of the 
Champions League; the trans-continental 
glamour of International level players battling 
it out in the stadia of dreams, from Istanbul 
and Lisbon, to Helsinki and err, Birmingham. 
Eidos’ latest goes some way to recreating 
that particular Euro vision, though speaking 
as someone whose team’s greatest 


OTHER OPTIONS... 


Michael Owen's World League Soccer 

UPC 18-81 % UEFA’s Liverpool striker- 
endorsed dad. There's really not much to 

NOW 

choose between the two of them. 

79"/o 

Actua Soccer 3 

UPC 18 - 80% Not so much a competitor as a 
an alternative to this title and World Cup 

NOW 

98/FIFA. A grittier game all round. 

79"/o 

Sens! Soccer ECE 

UPC 16 - 91 % A much more down to earth 
experience, it also focuses on European club 

NOW 

football. No wacky endorsements either. 

85% 



achievement was missing out on promotion 
to the old second division on goal difference 
in 1968, it all seems a bit voyeuristic. 

MICHAEL WHO? 

The first thing that strikes you about UEFA 
Champions League (aside from a startling 
blast of that overblown opera music you hear 
on the telly in the intro) is the uncanny 
resemblance it bears to Michael Owen’s 


Starting a game, you are presented with a 
fair selection of play modes. Quick Start takes 
you into a straightforward game in the manner 
the title would suggest, or alternatively you can 
graft your way through the group stages in the 
Champions League option (though British fans 
will obviously find their choice of teams limited 
to Arsenal or Manchester United). The 
Scenario option sees you attempting to 
change history by recreating actual games 


“THE ARCADE MANAGEMENT MODE GIVES YOU THE 
CHANCE TO CREATE YOUR OWN PRIVATE DREAM TEAM” 


World League Soccer, which is hardly 
surprising considering it utilises the same 
game engine. However, thankfully enough 
new touches and features have been added 
to avoid allegations of cloning. 


from this season’s Champions League, whilst 
the innovative Arcade Management mode 
gives you the chance to create your own 
private dream team from the game’s extensive 
database. Not being especially keen on either 
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SHORT ON TOP, LEAVE THE BACK PLEASE 


The player modelling on show in UEFA Champions League is certainly one of its 
better features, boasting motion capture animation, accurate skeletal weighting 
(though it seems most of the strikers on show here suddenly become remarkably 
lightweight when they come anywhere near your defence) and realistic shadow 
effects. Some effort has gone into capturing the likeness of many of the players in 
the game; Ravenelli is instantly recognisable by his silver hair and Italian 
gesticulation, whilst Ronaldo is a grotesquely hideous-looking refugee from a Warner 


Bros, cartoon. However, Peter Withe (Geordie psycho of Aston Villa fame) HAS NO 
BEARD. What’s the point of including Peter Withe if he hasn’t got a beard? Other 
players are only recognisable by their hair colour, while less famous black players 
fall into a sort of generic 'Revor Sinclairish model (no afro for Viv Anderson, sadly). 

Still, cream of the crop has to be the mullet-haired ref, who can often be seen 
booking some anonymous mullet-haired Latino. You half-expect Hoddle and Waddle 
to come on and sing a song backed by Charlie Nicholas. 

- ^ :■ ■-V; : 



YOU'LL BE SEEING A LOT OF THIS FELLA AND HIS CARD COLLECTION THE RIPPLING NET EFFECT IS A MOST IMPRESSIVE FEATURE CIRCLE WHERE YOU THINK THE BALL IS AND SEND IT TO US AT... 






moves. That said, the controls do take some 
learning and persistence, and in the hands of 
a Torquay supporter like myself, not grounded 
in the ways of the ‘beautiful game’ (Pah! Give 
me the ugly near-riot third division game any 
day!), UEFA did veer toward the hungover- 
Sunday-morning-pub-league style for the first 
few goes. One major criticism I could find (or 
maybe it’s a subtle and satirical attempt at 
realism on Silicon Dreams’ part) is that you’ll 
see a lot of yellow cards flying around after 
even the most innocuous tackles. As far as I 


WHO ARE YA? 

If it’s detail and accuracy you want, UEFA has 
it in spades. All the players and stadia are 
fantastically modelled and perfectly accurate, 
whilst crowd sounds, weather conditions and 
time of day effects have also been thoughtfully 
included. Whilst it might not quite go all the 


appearance too. 

At the end of the day, when all’s said and 
done. Champions League puts in a good, 
solid team performance - not quite up to the 
standards of World Cup 98 and FIFA, but 
definitely play-off material. Still, football 
games are (for the most part) a bit of a much 
of a muchness, and ultimately it’s the license 


“YOU’LL SEE A LOT OF YELLOW CARDS FLYING AROUND 
AFTER EVEN THE MOST INNOCUOUS TACKLES' 


way to producing a ‘being there’ experience 
(and let’s face it, no game is ever going to do 
that), it does do a good job of recreating ITV’s 
coverage of the Champions League, including 
some decent enough commentary from Brian 
Moore and a rather subdued ‘Big’ Ron 


OUT OF 100 
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Nice enough graphics, all 
the detail you could 
possibly ask for 


AGAINST 


Don’t bother if you already 
own Michael Owen’s World 
League Soccer... 
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that often makes the difference between 
purchase or borrow for the fanatical punter, 
so if the European club stage really gets you 
teetering on the edge of your seat, screaming 
till you’re hoarse, UEFA Champions League 
probably will do too. 

m 

Stylish and suitably 
grandiose, UEFA 
is probably best 
seen as a very 
sophisticated item 
of Champions 
League merchandise 


OUT OF 100 


of the above two ambassadors for the English 
game (and because, yes, I am one of those 
nostalgic old farts who hankers for a golden 
age that probably never existed), my favourite 
feature of UEFA has to be the option to play 
from the ranks of ‘past winners’. Not only 
does this allow UK fans a more varied 
selection of home teams to play as (Brian 
Clough’s Notts Forest 79-80, Celtic 68, classic 
70s Liverpool etc.), but it makes for all sorts 
of interesting match-ups; the ‘total football’ 
Ajax of the early-seventies against the Real 
Madrid side of ’96 anyone? 

Still, that’s all very well, but how does it 
play? Weil, as befits its license, UEFA plays a 
very classy game of football. It may lack the 
pick up and play factor of World Cup 98 or 
FiFA, but the controls facilitate a whole 
range of silky skills, and once you’ve got 
used to the initial complexities of the pad (do 
I not recommend keys!), you’ll find yourself 
making all sorts of one-touch plays and 



can gather there is a ‘foul’ button, though 
challenges using this will often go unnoticed, 
whilst a fair 50/50 situation will see the 
mullet-coiffured ref reach for the book. 


Atkinson, who generally limits his comments 
to telling you how lucky you were not to get 
sent off and complimenting the keeper. Oh, 
and Bob Wilson makes a rather wooden 
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WHAT KIND OF GAMERS WILL 




"More missions, specialist 
troops and weapons for the 


best PC strategy game. 


"We're already celebrating by 
performing complicated ethnic dances 
on our desks. And so should you." 


"New German troops, more aircraft, 
more tank units, new weapons, new 
decoys (rocks, cigarette traps, 
handcuffs), faster loading times 
and improved Al." 





Visit the website for an interactive demo at www.eidosinteractive.co.uk 

Commandos: Beyond the Call of Duty, Developed by Pyro Studios. © & Published 1999 Eidos Interactive Limited. All Rights Reserved. 





THE ULTIMATE STAND-ALONEGAME 
WITH 8 NEW MISSIONS 
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THEY’RE BACK„ WITH MORE INCOMPARABLE 
REAL-TIME STRATEGY MISSIONS. TEST YOUR 
DARING, HEROISM AND VALOUR DEFENDING YOUR 
COUNTRY. WE’VE GIVEN YOU STUNNING NEW 
WEAPONS AND FEATURES„ 
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.YOU DO THE REST! 
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Plenty of budgets this month. Sold Out Software are having a busy month for releases, while EA 
are exhuming two overlooked gems from the murky mists of time... 



PUBLISHER: SOLO OUT SOFTWARE PRICE: £4.99 


SOLD OUT 

SOFTWARE 





□ busy month for this established budget 
label, who already have several classics 
like Z and Cannon Fodder on their books. 

This month the label are releasing five games, 
all of which first appeared before this humble 
magazine appeared to brighten up the world 
of PC games. 

The first game, Actua Soccer, doesn’t 
really get the label off to a good start. To 
begin with, this game is getting on for three 
years old and looks very dated, especially 
when you compare games like Michael 
Owen’s WLS 99 and FIFA 99 which, 
coincidentally, have far easier control systems 
as well. Eidos have even released this game’s 
sequel on their budget range as the final nail 
in the coffin. If this was released six months 
ago then perhaps it might be worth giving a 
look, but now you might as well forget this 


and go ior Actua Soccer 2 instead on Eidos’ 
Premier Collection label for £12.99. 

Atomic Bomberman is a far different 
proposition, being a great post-pub 
multiplayer game. Although both the 
graphics and the gameplay are pretty 
simplistic, involving the characters running 
around mazes and throwing bombs at each 
other, there is a certain charm to this game 
when you use the insult option and goad 
each other into making mistakes. When you 
buy it your social life won’t suffer from too 
many nights in playing it, but you could 
actually improve it if you and your mates 
stagger back from a night out and put it on. 

Pray For Death is an appalling beat-’em- 
up reminiscent of the old eighties arcade 
games, only worse. There’s nothing original 
In this game at all, with its best features 


having been nicked from Mortal Kombat and 
Killer Instinct. There are plenty of moves, but 
the controls let the game down and the 
animation leaves a lot to be desired. Buy 
Street Fighter Alpha instead, as it’s actually 
pretty good and available at budget price. 

Slipstream 5000 is a very poor Wipeout 
clone that should never have been released 
in the first place, let alone on budget. It’s a 
futuristic racer with ten craft, ten tracks, 
weapons and all the usual features. The 
graphics are appalling and have aged very 


badly indeed. Hunt down Wipeout at a 
budget price If you’re really desperate for a 
game like this. 

The release of Zoo/ 2 must mean that 
Sold Out are really scraping the barrel for new 
releases. This really is an ancient relic from 
computer games’ distant past. The first game 
was hailed as a classic back in the old Amiga 
days, with fast-paced platform action. The 
inevitable sequel failed to match it, though, 
and now this game is really struggling to 
impress anybody. Avoid like the plague. ■ 
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REPLAY UPC 



SID MEIER’S 
GEmSBURR 


PUBLISHER: EA PRICE: £9.99 

Sid Meier is well-known for his 
Civilization games, Railroad 
Tycoon, and nowadays Alpha 
Centauri. What many people 
don’t know is that he has an 
avid interest in the American 
Civil War which devastated his 
country in the last century. The 
result of this interest from Mr 
Meier was perhaps what is one 
of the best warfare-related 
strategy games available on the 
PC - even better than the Close 
Combat games - which has been 
criminally overlooked by the 
games-buying public. 

This game is entirely based 
around the famous battle of 
Gettysburg in 1863, which raged 

unit; |Jl 


THERE ARE THOUSANDS OF BRAVE MEN... 






...SPREAD DUT DVER A HUGE RAniEFIELD 


AN ASSAULT THAT’S DOOMED TO FAILURE 

for several days and proved to be 
a turning point in the war. What 
makes this game so good is that 
it’s played in real-time, which is 
unheard of for a game like this 
even today, and the level of detail 
in this game is astounding. While 
you may consider the fact that 
it’s based around one battle a 
little limiting for a strategy game, 
there are so many options in 
Gettysburg that you can keep 
going for months. As well as 
playing a fully accurate version of 
the battle, broken down into the 
important fights and skirmishes, 
there is even a random battle 
generator for indefinite play. 

You may be looking at the 
screenshots and thinking that 
we’ve gone mad here at UPC, 
but then remember Civilization 
//, and how there was a terrific 
game underneath the poor 
visuals, and Gettysburg plays far, 
better than it 
looks. A must- 
ESIISj have purchase 

VFIVI 

respecting 
strategy fans. 


VFIVI 



LANDS OF LORE 2: 
GUARDIANS 
OF DESTINY 


PUBLISHER: EA PRICE: £9.99 


WHILE 


I EA’s other budget release 
I this month must rate as 
one of the all-time greatest strategy war 
games, Lands Of Lore 2 is a different matter 
altogether. With the likes of Baldur’s Gate, 
Silver, and even Magic And Mayhem being 
released since this game’s first appearance, 
even at a budget price you may have second 
thoughts before handing over the cash. 

This is a first-person role-playing game 
that will quite often break into little FMV 
sequences which help carry the long and 
complex plot along. While the game is quite 



involving and looks beautiful (ignore the 
specifications - this will only run on a P200 
with 3Dfx!), there are some very annoying 
aspects, like the fact that water kills you 
within seconds, even if you’re only up to 
your ankles in the stuff. For only £9.99, a 
graphical feast like this is probably a very 
attractive proposition, but bear in mind that 
sometimes, because of the viewpoint, the 
gameplay can let the game down, especially 
during the inevitable fights, and that the 
main bulk of the gameplay is just your 
average, run of the mill RPG activities. You 
know the routine - pick up this key to open 
that door, exploring every possible aspect of 
each room in case you miss something etc. 

If this appeals to you, then by all 
means buy this game, but just consider the 
fact that for an extra £20 or £30, you can 
buy a larger RPG like 
Baldur’s Gate or Silver 
that offers more 
originality, more 
depth and equally as 
good graphics. ■ 
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Welcome to our regular look at the world of 
add-ons and extension packs. We’ve got a 
special treat for you this month, as we get to 
grips with two quality reieases... 





VALUE FOR MONEY 


^ ^ ^ ^ 


NEW FEATURES 


He ^ ^ 


EXTENDED GAMEPLAY 


I ale He a|e »|c a|c I 


OVERALL 


^ ^ ^ ^ 


and generally disrupting the Germans’ 
war effort. 

This new product is both an 
expansion pack, in that it features the 
same gamepiay and characters seen in 
the original, as well as a stand-alone 
game, because you don’t need the 
original to play this. New features 
include extra characters like a femme 
fatale of a Dutch resistance agent and a 
member of the Yugoslav partisan forces. 
There are also new weapons and 
equipment for you to use like cigarette 
packets (for distracting soldiers) and a 
puppet with which you can hypnotise 
any sentries you knock unconscious, a 
sniper rifle and chloroform. Needless to 
say, all of these things are vital to the 
success of your missions. 

With eight missions in this pack (half 
the number in the original game!), in 


locations as diverse as the Channel 
Islands, Bonn, Belgrade, Crete and 
Nijmegen, It’s almost good enough to 
be reviewed as a game in its own right. 
If you’re a fan of the original then you’ll 
love this, but if you are one of the few 
Commandos virgins out there, then your 
call of duty is to wake up tomorrow and 
buy this game. ■ 


WITH 


I Commandos being one of 
i the surprise hits of last 
year, a sequel was always going to be 
inevitable, and it will appear later this 
year. To keep the thousands of 
Commandos fans happy in the meantime, 
as well as introducing even more PC 
owners to the infuriating addiction of 
this game, Eidos have published this new 
expansion pack/stand-alone game. 

Anyone who’s played the original will 
know all about the seemingly impossible 
puzzles and strategies needed to 
complete missions set in World War Two; 
remaining undetected by the hundreds of 
German sentries and keeping your small 
team of men in one piece. Each man in 
your team has specific abilities, weapons 
and equipment that are all integral to 
completing your missions, from blowing 
up radio towers to rescuing hostages 


COmiVIANDOS: 

BEYOND THE CALL OF DUTY 


PUBLISHER: EIDOS PRICE: £19.99 











































EXTENDED PLAY UPC 




IT’S 


I great to come into Rapide of a 
I morning to find something 
juicy sat on your desk. Even when it’s only 
an add-on pack, it still makes for a relaxing 
and stress-free day. You can just sit down, 
whack it into the CD drive, and get down to 
the bones of it. The good thing about 
expansion packs is the fact that if you have 
bothered to go out and buy one, it must 
mean that you loved the original enough to 
fork out more money on what is essentially 
just a few more levels (in most cases, 
anyway). It’s also probably true that most 
add-on packs are pretty good for the simple 
fact that they exist at all - strange, but 
unfortunately true. Take Grand Theft Auto, 
for instance. If It had come out originally and 
sold shite all... well, for one they wouldn’t 
have bothered wasting the time and effort on 
producing more levels. That’s why you get 
other companies creating expansions for 
games; anything to make a quick buck by 
rehashing a tried and tested product. 


VISUAL APPEAL 

Graphically it is still very pants in software 
mode, but the 3Dfx version does improve 
matters totally. The game works well with the 
new maps, but the perspective is a little better 
as the buildings are not so tall in London, but 
all you really need to know is that the game 
uses exactly the same engine as the original - 
nothing new or flash this time around! 

As with the original, the music in GTA is 
always a highlight, and this time around Take 2 
have excelled. All the tracks in this add-on are 
original recordings, with styles ranging from 
Italian cinema classics featured on the ‘Beat At 
Cinetta’ compilation, through ’60s UK TV and 
film soundtracks, to the reggae and ska back 
catalogue of Trojan Records, including Many J. 
All-Stars’ ‘Liquidator’ and Symarip’s ‘Skinhead 
Moonstomp’. 

ADULTS ONLY 

Unfortunately the game is still an eighteen 
certificate, which will prove a bit disappointing 
for the younger players. However, the fact that 
the game is intended for a mature audience 
didn’t seem to harm sales of the original. 

The great thing about this game and its add¬ 
on is the total freedom one has to just mess 
about doing whatever you want It is like a virtual 
city where you can just cany on doing what you 
want until you get busted, and then just play 
again. Rus the skid marks are very cool, the 
cars have been modelled well and the English 
accents have been dubbed as tackity as 
possible. A brilliant game and an add-on well 
worth buying. Now bring on the sequel proper! ■ 


VALUE FOR MONEY 


^ ^ ^ Ac 


NEW FEATURES 


Ac AC 


EXTENDED GAMEPLAY 
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OVERALL 


AC Ac AC AC 


a totally new driving experience in a new place 
with new cars and vehicles to race about in. 
The maps are big enough and not so anal 
retentively accurate as to stop making the 
driving fun, although all the well-known 
landmarks have been incorporated. 

The add-on provides thirty new missions to 
get your teeth into. Each time you progress you 
get more and more proficient at stealing cars 
and avoiding traffic jams (more prevalent than 
the first garnet Liberty City New York pastiche), 
and get to work for the mob and crime lords 
such as the Cockney Crisp brothers. 


GTA 2 TOO! Stupid pedestrians and drivers in and around 

Well, enough cynicism - down to the matter at the streets of London town. The only problem 
hand. Luckily for us here on ULTIMATE PC, we is we haveni found any part of the game that 
loved the game when it first anived a couple of takes In the race to Brighton, which will prove 
years ago, and we are eagerly awaiting the a bit disappointing for fans of Quadrophenla. 

sequel, which promises to be as exhilarating 
and joyous as the first game, if not more so. So THE WHO 

somewhere between GTA and GTA 2 sits this Once you load up the game, you get to choose 

London thing. We can tell you first of all that It which character you want to be - Sid Vacant 

is much more than just a location shift, it’s time was the first hooligan to pop his head up. In true 
travel too! Way back to the golden age of the mod style, you have to jump on a scooter and 

“AS WITH THE ORIGINAL, THE MUSIC IN GTA IS 
ALWAYS A HIGHLIGHT, AND THIS TIME AROUND TAKE 
2 HAVE EXCELLED. ALL THE TRACKS IN THIS ADD-ON 
ARE ORIGINAL RECORDINGS” 


sixties, when cars really were cars and gangs 
really were gangs. Back in those halcyon days, 
the city of London was rife with mods and 
rockers battling it out, and this game does 
feature the rough and tumble between those 
two cults, along with the police and plenty of 


speed around the city, following the instructions 
of your gang leader as in the original game. The 
sights along the way, however, are very 
different The roads are narrower, for starters. 
You can drive through Soho and Westminster, 
and there are loads of Minis and Beetles littering 
the streets - great for those Italian Job car 
chase scenes you may wish to reenact 
The good thing about this add-on is that it 
doesn’t really matter how many levels or 
whatever extra you get for your money, it’s just 


GRAND THEFT AUTO: 
LONDON 1969 


PUBLISHER: TAKE 2 INTERACTIVE PRICE: £19.99 
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Cordon bleu cooking, dancing graphics and photography - something for eveiyone then... 


DANCE DNA 


PUBUSMEB: HOniNO HiU FHICI: £10.19 


I f i ■ 1 J with the financial help of 
i i r ■ 1 J 3 the Department Of Trade 
and Industry after winning its prestigious 
award last year, Dance DNA is a new 
graphics program for your PC. Anyone 
who’s experienced PlayStations must 
surely have seen the music-influenced 
graphics program you get on the free CD; 
this is the PC version. 

Basically the program contains about 
fifteen ‘artificial life forms’ that will appear 
on your screen as you play a music CD in 
the CD drive and rotate and evolve before 
your eyes in time with the music. With 
programs like this, while technically of a 
very high standard (it’s surprisingly easy to 
develop a life form and then watch it move 
to the music) and very pretty, you do have to 
ask yourself what the point is. The only 
people this could appeal to are clubbers 
who want to chill out after a night’s raving, 
and at four In the morning, no-one’s going 
to want to set this program up because it’ll 
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take too long. The pioneering DJs Coldcut 
have done a similar CD called VJamm, 
where you cut video clips and their 
associated music to make your own, and It’s 





Game Menu 


Ciayfwh in couri-bouillon 
Calvados sorbet 
Pheasant Bohemienne 

Rice Pilaf 

Red beans puree 

Alda salad 
Peach Melba 


_ ^ A ® 




ESCOFFIER 

VOLUME ONE 



PUBLtSHEfl:HOeAOATA PBICE: £30.09 


AUGUSTE 


I Escoffier was a 
I famous French 
cook who lived from 1846 to 1935 and is 
probably most famous for giving us the 
word ‘scoff’. During his time he worked in 
such places as the Ritz and Savoy in 
London, as well as hotels in Monte Carlo 
and Paris. ‘Who cares?’ I hear you cry, and 
that is just what I thought. 

It’s basically a database of Monsieur 
Escoffier’s recipes, as well as those of 
chef Michel Grobon, a dessert specialist 

who’s worked with the stars and _ 

important people in California 
and Las Vegas. No ham, egg 
and chips or mushy peas here, 
instead you can create courses 
like crayfish in court-bouillon or 
fattened pullet Souwaroff (not 
that any of us would really 
contemplate trying anything like 




these). Although all the recipes include 
step-by-step instructions and pictures of 
how they should (but won’t) turn out, this 
Is a pretty dreary CD-ROM only suitable 
for pretentious middle-aged 
couples trying to pass 
themselves off as being better 
cooks than they are. 

Avoid this dull highbrow tosh 
at all costs and get Delia 
Smith’s books; at least she 
does recipes that appeal to the 
average Joe’s tastebuds. 
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MULTI MEDIA UPC 




PUBLISHER; BABY UMB PRICE: £14.99 


THIS 


I multimedia package is 
I apparently aimed at children 
aged between four and ten, as well as their 
parents. It features a “typical English village” 
and its inhabitants, although this reviewer 
has never experienced anything of the sort, 


eaten by a shark on their wedding day? 

Basically you must click on the houses 
of the village to meet their inhabitants and 
learn about them, thus discovering their 
relationships to one another, and by 
clicking on an object on the screen within 
each house you can experience an 
appalling animation that describes 
something about the characters (or their 
warped state of mind!). 

if you value your 
sanity or still doubt the 
qualities of the Care in 
the Community program, 
then avoid this like the 
plague. This is too 
weird and too 
unsettling to wish on 
even your worst enemy. 


VERDICT 


Anyone who 
buys this for 
their kids shouid 
be airested! 


STRANGE NEIGHBOURS 


and he’s lived in Devon all his life! it’s poorly 
drawn, poorly animated and is so weird and 
twisted that you can’t help but come away 
from this fearing for your sanity. Admittedly 
this is aimed at a young age group, but would 
they enjoy a program that features bloody 
deer carcasses, naked women dancing in the 
street, or even someone having their leg 


PH0T0FX2 


PUBLISHER: GREENSTREET PRICE: £9.95 


easy-to-use and yet very useful 
little photographic program that 
allows you to edit photographs and 
packages like a pro, even though you 



don’t need any prior experience. There 
are ten formats you can save into, 
including JPEGs and Bitmaps, but it’s the 
features on offer that make this package. 
You can remove redeye, correct lighting 
and colour, add or remove filters, adjust 
the size of your photo and even create 
jigsaws from your photos. As well as this 
there is also a text editor in both 2D and 
3D which can be used to edit your 
photos. Everything in this package is 
accessible with a few clicks on the 
mouse buttons, and with a bit of common 
sense you can see that all the options 
and tools are pretty straightforward. 

With most packages of this nature, the 
options seem pretty standard, with only a few 
graphical touches to set them apart. 





PhotoFX2 seems to match all these hi-tech 
programmes in terms of options and 
possibilities for the user, but is set apart from 



AND HERE’S ONE I PREPARED EARLIER... 


Ctop I R*d*.«n«mvri I Li#«ngCatwlior.a | LwaEUMl I 
CM«>d()ragonlh*aign<wih»wiebMittod*lr.*)h» . ^ i ^ 


them by the price. With most photographic 
CD-ROMs being anything from £50 to £500, 
most only really appeal to professionals or 
those who are under the delusion that they’re 
actually quite good. For under a tenner, if you 
want to edit your photos and turn yourself 
into the new David Bailey, 
you really can’t go wrong 
with PhotoFX2. 

A terrific little 
program that will 
definitely encourage you 
to dust down your old 
photo albums and touch 
up your favourite pictures. 


VERDICT 


A cool product 
with enormous 
potential. 
Bargain! 

































































































From news to site reviews and event reports - it’s 
aii here in another iam-packed Wired Gaming! 


BE A FREE 


MULTIPLAYER 
DAIKATANA 
FOR FREE! 


AFTER 


I months of waiting, first- 
I person shoot-’em-up fans 
are now able to experience Eidos’ Daikatana 
in deathmatch mode, despite the fact that 
the full game is not yet available. 

A 34MB demo was recently posted onto 
the Internet by the company, and over the 
past few weeks it has been receiving a lot of 
attention, especially from companies such 
as Mplayer, who have been setting up 
massive tournaments for players. Big prizes 
have been on offer, from PCs through to 
graphics card and other PC peripherals. 

In the game, players control Hiro 
Miyamoto, who must travel to the past and 
set history straight, particularly preventing 
the death of a certain doctor. Fortunately, 
Hiro isn’t alone. To help him on his way are 
two Al-controlled allies who have their own 
personalities, abilities, advantages and 
disadvantages. Together, you must travel 
through time in an effort to thwart Dr. 
Benedict and stop his evil plan. 

The multiplayer demo includes two maps 
and a total of five destructive weapons, 
namely the Disrupter Glove, Sidewinder, 
Shotcycler-6, ION blaster and C4 Vizatergo. 
To find out exactly how they perform you 


should head over to one of the following 
sites: www.avault.com or www.mplayer.com. 

Also, to coincide with the launch of the 
demo, GameSpy have launched Planet 
Daikatana at www.planetdaikatana.com. It 
is the newest site in the GameSpy Network, 
created by the same crew who put together 
StormTroopers.com. (the leading Ion Storm 
community website), who’ve been tracking 
the ups and downs of the company since 
its inception. With an extensive background 
in the gaming community and an 
overpowering urge to kick some ass. Planet 
Daikatana is sure to live up to its name. 
News, files, hosting and featured content 
are all In the bag. Recent coverage includes 
an interview with Daikatana Level Designer, 
Rich Carlson. ■ 
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VISIT ONE OF THE MANY PC GAMING WESSITES AND DOWNLOAD THE ALL-NEW DAIKATANA DEMD! 


TESTER 


ONE 


I of the most popular space combat simulators of last year was undoubtedly 
I Conflict FreeSpace, thanks to its fantastic graphics, animation and, most of 
all, playability. Well, if, like us, you thought a lot of it and would like to be involved with the 
sequel, then here’s your chance. Volition, the game’s developer are currently looking for 
beta testers who will play through the game, ensuring that when the game is finally 
released at the end of the year. It will be free of any bugs. 

If you’re Interested, head to www.freespace2.com/betasignup.cfm for information. ■ 



TREKKIES GO MENTAL 


LAST 


I year, Interplay made the tactical decision not to release Star Trek: Secret of 
1 Vulcan Fury. This caused outrage throughout the Star Trek community, and 
so the company said that they would re-evaluate the game this spring. To increase the 
pressure on Interplay, Games Domain are calling out to all Trek fans to put their names to 
a petition located at (www.gamesdomain.com/gdreview/petition/petition.html). So, if you 
want to see the game released, you’d better point your Web browser there pretty soon. ■ 


I Games Domain Review 

Thu ifxf*p€inS€nt onii^ tty fot 

% 

y 

5 Secret of Vulcan Fury Petition 

^ Were you looking foniTard to playing Interplay's Star 7>«*: Secret of Vulcan Fury! Were you 

surprised when it was put on official hold at the end of October 987 Its fate is shit uncertain - however, 

^ Interplay has scheduled to re-evahiate ffiis project in the springtime to decide whether it is to be cancelled 
completely or continued. In order to help them make the decision to continue development. Games 
[It Domain Review has created this pehhon to allow the gamers to show their support. Since the earliest 
^ Interplay had indicated fcey would be able to re-evaluate the game was in mid-March, the deadline on this 
p.* pehhon is March 10. 

This game promised a lot for both Star Trek and adventure game fans - the voices of all the original cast members, breathtakmgly realistic character 
modeling, and a script wntten by veteran Star Trek writer D.C. Fontana. Bringing her characterishc depth to this game, D.C. Fontana created a 
^ compelling story, a Romulan peace ambassador is found brutally murdered in las room on board the Enterprise on the eve of Romulan reunificahon 
with Vulcan Who would have done it and what is the connechon to the ancient Vulcan weapon called ‘lakht "Vul’can", or ‘Vulcan Fury‘7 For more 
informahon on the game's features, check out the official website . 

\ By signing your name and email address below, you will be achvely pebhoning Interplay that you have a substantial interest in seeing The Secret of 
S Vulcan Fury complete development. Your name and address is required to validate your conhibuhon to the pehhon (like your signature would be 
required outside the confines of our little cyberworld here). Your email address -mil not be released to any third parhes or used for any purpose other 
-tj than this cause Tbere is a space below to leave addihonal comments to interplay if you wish Note, the best comments will be used in further updates 
to hns feature and are not considered private correspondence to Interplay unless specifically directed. 
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DRAKAN raULTIHAYER 


Psygnosis’ official Drakun wefisile 
located at www.drakan-gamexqih * 
now features details on the game’s 
multiplayer features. Appareittty 
there will be a Battle Challenger ^ 
Dragon Match and Queen otffiocl 
Dragons tournaments.-.' . - 


___ 

WORLD OPPONENT NETWORK MPLAYER ' ^ 





MIDTOWN 

MADNESS 


Midtown Madness? I’d never 
heard of it before visiting the 
main Microsoft Games site, so 
I was eager to find out more. 

I discovered that the game 
is similar to Monster Thick 
Madness and Motocross 
Madness, in that it’s a racing 
game. However, when you get 
behind the wheel of the 
vehicles in this new game, 
you’re racing around the 
streets of Chicago! 

The site isn’t packed full 
of information, but for a site 
dedicated to a single game, it 
isn’t too bad. At the end of the 
day, all of the vital information 
is here if you want it. 


EH, JIMMY, THE SCOTS WIN A TOURNAMENT! 


Manager for Wireplay. “We were only too 
happy to help when Blue Byte asked us to 
stage the event, and I’m extremely pleased 
the day was such a success.” 

The Edinburgh team started well and 
gained an early advantage in splitting the 
opposing teams up over the map. Wales was 
the first team to lose a player to the Scots, and 
England succumbed to the Scots’ superior 
strategic maneuvering shortly afterwards. 
Edinburgh also racked up £350 for their chosen 
charity, having achieved seven of their ten 
stated goals. As well the holiday, there were 
also runners-up prizes of Voodoo Banshee 
graphic accelerators (manufactured by 
Guillemot) and a range of Saitek peripherals. 

“The players made it an absorbing contest 
from start to finish,” adds Marcus Beer, PR 
Manager of Blue Byte Software (UK). “Wireplay 
did a great job of organising the event, and it 
would be great if we could go on to stage a UK 
Settlers Championship on a regular basis.” 

For further details on this tournament, or If 
you are interested in participating in Wireplay 
challenges yourself, simply head over to 
www.wireplay.com for further information. ■ 


frantically moving their mice around to create 
the ultimate civilisations. After a total of five 
hours of strategic force, the Scots came out 
as winners, collecting a holiday and cash for 
their chosen charities. 

“Wireplay is ideally suited to this kind of 
event, and the structure of the championship 
showed just how multi-dimensional online 
games can be,” says Oscar Clark, Marketing 


sconisH 

SETTLE AS 
WINNERS! 


recent Settlers III tournament over the 
Wireplay network saw a team of three 
Scottish online gamers victorious over teams 
from England and Wales. 

The challenge took place in three separate 
locations in London, Cardiff and Edinburgh on 
Saturday January 30th, with each team 
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NOT A PATCH ON TRIBES 

A new patch for the onlinegame 
Starsiege: Tribes has recently 
been made available. It features 
support for'server browsers, 
map balancing plus Qam^py ^ 
and Pingtool. Visit www. 
tribespayers.com for the patch. * 



2 JOIN THE CARMA CLUB 

Fans of the racing blood-fest 
Carmageddon // are advised to 
head over to The Carmageddon 
|:^ _Pan Club (http://cfc.allgames.com) 
for regular news, downloads and 
chat. A new car editor was 
recently added. 




4 '- 


BABYLON 5 

MMiiiiniinw 

WWW.B5GAMES.COM 


This is a new site set up by 
those people at Sierra, and 
as you can imagine being all 
about Babylon 5, the 
presentation is quite 
futuristic. However, 
fortunately it’s not to such a 
ridiculous extent that 
people find it Impossible to 
navigate around. 

As the site is new, there’s 
still a lot to be added, but for 
the moment you can look at a 
selection of screenshots, 
view a trailer for the title and 
read about how the 
development is coming a 
long. One thing against the 
site is the colour of some of 
the links - bright purple so 
you can hardly read them! 


TOP FIVE PC GAMING WEB SITES 


ADRENALINE VAULT 


WWW.AVAULT.COM 


WWW.PCGAMEWORLD.COM 


TH=: AORSNA1.INS VAULT 
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GAMESPOT 
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TOP TEN 

WIREPUY 

GAMES 



QUAKE II 
HALF-LIFE 
AIR AHACK 
QUAKE 
MUD II 
RISE OF ROME 
DUKE NUKEM 
TOTAL ANNIHILATION 
BRIDGE 
RED ALERT 



WHAT'S THE BIG IDEA! 


BERKELEY 


I Systems has recently added yet another game to its service, 

1 and What’s the Big Idea? Is well worth checking out. 

Players must look and questions and then pick an answer. However, in this 
game there are no wrong or right answers. The better a player predicts how the 
other players will answer, the faster he or she can climb up the pyramid. 
However, not all of the pyramid’s steps are created equal. Players must tread 
carefully to avoid being stopped in their tracks on a Stun Step or losing a turn by 
hitting a Sticky Step. Other obstacles include the Mystery Step, as well as fully 
animated Storms that can launch Meteors, Ions and Tornadoes towards the top 
of the pyramid and land a player right back where they started. Cautious players 
may be interested in purchasing the insurance available for protection against 
these sudden changes in the weather. 

When one of the players reaches the top of the pyramid, a Blowout round 
will ensue with players competing for the chance to move multiple steps. New 
questions are continually introduced, ensuring that the same game is never 
played twice. The games are run twenty four hours a day, seven days a week, 
and users can chat in the What’s the Big Idea? lobby before and after games. 
Cumulative player statistics and a Hall of Fame are available for gamers eager to 
keep track of the competition. Check it out! ■ 
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The Free Online Entertainment Channel 
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GOJI2 
or go to 




^ V, ACHOPHOBIA 


FROM THE MAKERS OF THE INCREDIBLY POPULAR ACROPHOBIA. COMES WHAT’S THE BIG IDEA. CHECK IT OUT 
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THE ONIY UNOFFICIAl PLAYSTATION 
MAGAIINE TO GIVE ITS HEAOEOS A FOEE 
OEMO CO EVEOYISSOE! 


HFFICWL UK EXCLUSIVE! 

SYPHIN FILTER 

We sneak up on Sony's Metal Gear Solid beater - \ 

PAL version played for the first time anywhere! 

WORLD EXCLUSIVE REVIEWS! m \ 


He's suave, sophisticated and has a tongue ' 1 
the girls simply can't resist. 

UiU: mHPIOHS UtBUt 

Eidos' official licence of Europe's greatest 
football tournament - rated! 


ISSUE SEVEN ON SALE NOW! 
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A DIVISION OF INTERACTIVE COMMERaAL E 



Men-Fri 9am-8pni, Sat lO-zrSunday 10-4 


HOTLINE^IiliS 23A 


AS YOU PUUSUi rOUK HOBBY YOU Will UMOOUBTiDlY COMSIDBR BUYIMO 
w’OUR OAMBS PROM lOYS OP DIPPBRMMT PISCES SUCH AS THE HIGH STREET 
OR OTHER MAH ORDER COMPANIES, SO WHAT MAKES BUYIMO PROM GAMEPIAY 
DIPPEREMT TO BUYIMO PROM AMYWHEU EISE? WeU, HOW AB<^ T HIS,, 


You should find Gameplay to be the 
cheapest supplier of PC games in the country. 

However, we can't look everywhere at once, so 
if you do find a better price, please ring us and we will do 
our best to beat or match it. Also, we offer a FREE 1st Class 
delivery service and we don't charge for membership if you 
are buying by mail order so there are no"Hidden 
Charges". The price you see is the price you pay! 


All items are fully guaranteed by both Gameplay 
and their manufacturers. Any product that 
becomes faulty within its warranty^eriod will be 


replaced hassle free, quickly and efficiently 


SERVICE 


Delivery time is normally within 2 working days 
.-specially designed 


CHOICE !! 1 


Just look at this advert! 2 pages crammed with 
software and equipment! We try to stock every 
game available and if it's not in stock when you 
ring we should be able to get it for you fast. 


. and our packaging has been specially desiqne 
to ensure that your products arrive in perfect 
condition (we do not use Jiffy Bags!). Also whatever 
your needs we can help you make the right choice. Our 
salesmen are all enthusiasts and do not make commission, 
so they can give you completely impartial advice. 
Remember, if you don't like it you don't have to keep it so 
we make sure we tell you the truth! 



Why not visit our 

CLUB SUPERSTORE IN 

^ Leeds at the 

ADDRESS ON THE ORDER FORM! 

All items in 

JTHE STORE 
I ARE AT THE 
SAME 

IISCOUNTED 
PRICES AS 
OUR MAIL 
ORDER 
DIVISION. 


These are the qualities that have made us Britain's 
GAMES FROM US? 



WITH EVERY ORDER 

EVERY TIME YOU PUCE AN OROER YOU MAY CHOOSE A 
PIECE OF SOFTWARE FROM OUR FREE GIFT LIST OF 
GAMES AND ACCESSORIES. THERE IS A LIMIT OF ONE 
FREE Gin PER WEEK BUT NO MINIMUM ORGER VALUE 
TO QUALIFY. SECONPLY, YOU WILL ALSO RECEIVE OUR 
UTEST CATALOGUE PACKER WITH MORE OFFERS! 
RE^m/BAaiOSa^K3ET(MHlSSOnWM€VABIOIIDB»CI 

IMSEuropianAirWaii..^... 


101 Airborne.. 

3D Ultra Pinball 4: Turbo Racing 

Abe's Exodus. 

AauAGoLF2. 

Actua Soccer 2.. 

Actua Soccer 3.. 


Adventures Data Disk for Warcrar 2, Diablo, Might 

& Magic 2 & Daggerfall. £5.99 

Age of Empires. £22.99 


Age of Empires Gold. £27.99 

. Age of Empires Rise of Rome Data Disk. £20.99 

More Empires Data Disk. £13.99 

AH64D Longbow 2.£18.99 

Au»ha Centauri.£29.99 


: £27^_ 

CiviusA^N Cau to Power.£28.99 

CiviusATiON 2 + Sehlers 2 + Sim City 2000 £24.99 

Civilisation 2 + Command & Conquer.£19.99 

Civ 2, Magic the Gathering & XCom Apocalypse£16.99 

Cmusation 2 Data Disk: Fantastic Worlds.£13.99 

Civilisation 2.£13.99 

Ov 2 CouEaiON: Civiusation 2, Fantastic Worlds, 
Conflicts in Civusation & Civ 2 Strategy Guide£23.99 

Close Combat 2: A Bridge Too Far.£21.99 

Close Combat 3: Russian Front.£29.99 

Cluedo2.£22.99, 

CouN McRae Rally.£21.99 

Combat Flight Sim (Microsoft).£30.99 


M/cifosoFT Fught Sim '98 & Would of Fught.£36.9^^ 

Microsoft Southern Caufornia Data Disk.£23.99 

Sqnery D'Sk 98 - Great Britain Parts 1 , 2,4 3 . £18.99 

Scenery Disk 98 ■ Europe 1 , 2 or 3 .£ 29.99 

Fught Shop V2 - now for FS5.1 A FS6 . £35.99 

Fught Sim FSFX V2 - Contains extra pianes, scenery, sounds 

etcforFS5.I,FS6AFS98.£24.99 

Boeing/Business Jeis/Airbus/Great Airunes.each £ 23.99 

747 Internationai Pack. £ 15.99 


Amiga Emulator CD (100s of Amiga games)£14.99 

Anno 1602 .£25.99 

Apache Havoc.£23.99 

Army Men 2.£23.99 

Balour's Gah. £25.99 

Battleground Eastern Front.£18.99 

■ Battleground Western Front.£24.99 

Battle Isle 4 - Incubation.£17.99 

Incubation Data Disk: The Wilderness Missions..£13.99 
Battletech Mechcommander.£17.99 


Command & Conquer & Covert Ops.£19.99 

Covert Operations Data Disk for C&C.£9.99 

C&CRed Alert.£12.99 

C & C Red Alert, Aftermath + Counterstrike£25.99 

Counterstrike - official Red Alert Data Disk. £13.99 

Arerawth - official Red Alert Data Disk. £13.99 


: tPi 
n % 


Heavy Gear 2. 

.£27.99 

IHardwar. 

.£19.99 

Heart of Darkness. 

.£27.99 

Heretic 2. 

.£28.99 



Commandos: Behind Enemy Lines.£27.99 

Commandos Data Disk.£16.99 

CoNFua Freespace.£22.99 

CoNFua Freespace Data Disk: Silent Threat.£13.99 

Creatures 2.£23.99 

Daggerfall 2: Battlespire.£27.99 

Dancer DMA.£14.99 

Dark Vengeance.£27.99 

Dark Omen: Warhammer 2....£14.99 

Death Karz.£27.99 

Deathtrap Dungeon.£13.99 

Delta Force.£29.99 

OF Doom Trilogy - Doom 2, Ultimate Doom, 

IV & 3000 Master Levels. £12.99 

,£16.99 


[heroes of Might & Magic 2 & Data Disk 

|r bundle.£24.99 

.Holiday Island.£21.99 

• Industry Giant.£24.99 

International Cricket Captain.£22.99 

Int'l Rally Championship.£12.99 

ipANZER 44.£22.99 

I War.£19.99 

ISRAEU Air Combat.£27.99 

Jazz Jack Rabbit 2.£14.99 

Jedi Knight & Mysteries of Sith Data Disk£22.99 

• Jo Guest Love Bytes.£16.99 

^ Killing Time - Quake & Ultimate Doom! .£15.99 

Kings Quest 8 Mask of Eternity.£26.99 

'‘Kings Quest Collection.£18.99 

'KKND Extreme.£9.99 

Knights & Merchants.£26.99 

MDS OF Lore 3.£29.99 


American Civil War CoLLEaioN - Antietam, i 

Bull Run, Gettysburg & Shiloh. £19.99 : 

Napoleon Colleqion - Napoleon in 
Russia, Prelude to Waterloo, Waterloo & ! 
Age of Sail. £26.99 ! 


Tm Fououvihg AH AU JUST £9.99 each!!! : 
Antietam, Ardennes, Bull Run, Gettysburg, 
Napoleon in Russia, Prelude to Waterloo, 
Shiloh, Waterloo. 


Battlezone.£10.99 

Biggest Names Best Games - Need for Speed 2SE, Dark 
Omen, Theme Hospital, Dungeon Keeper, Sim2000£22.99 

Black Dahlia.£21.99 

Blade Runner.£19.99 

Blizzard; Starcrah, Diablo & Warcraft 2£36.99 

W i^BLOOD 2: The Chosen.£27.99 

- ^ jJBrian Lara Cricket.£24.99 

Bust A Move 2.£16.99 

I Caesar 3.£23.99 


I Capitausm Plus.£14.99 

Carmageddon.£12.99 

^Carmageddon 2.£26.99 

ASTROL Honda Superbike World Championship ..£19.99 

Cm .£7.99 

aTz3.£14.99 

Championship Manager '97/'98.£17.99 

Championship Manager 3.£24.99 

Chessmaster 6000.£26.99 



Diablo Hellfire: Official Data Disk.£13.99 

Discworld Noir.£27.99 

Dogz.£7.99 

Dogz3.£14.99 

Duke Nukem3D.£12.99 

Duke Nukem In The Caribbean.£9.99 

Duke Nukem Kill-A-Ton Colleqion.£17.99 

Dune 2000.£17.99 

Deeper Dungeons Data Disk for Dungeon Keeper ...£9.99 
Extreme Power Pack 2 Tomb Raider, Z, FIFA '97£14.99 

FI 5 (Janes).£29.99 

FI 6 Viper & Mig-29 Fulcrum. £24.99 

F22 Red Sea Operations Data Disk £13.99 

F-18 Hornet. £22.99 

FA-18 Korea. £14.99 

FA Premier League Football AAanager.£19.99 

Falcon 4.0.£26.99 

Fallout.£17.99 

Fallout 2.£25.99 

FIFA Soccer '99.£24.99 

Fighter Squadron.£28.99 

Final Fantasy 7.£29.99 

Fught Unumited 2.£13.99 

Flying Corps Gold & FAl 8 Hornet.£24.99 

Forgohen Realms AD&D Archive - 

Eye of the Beholder 1,2 & 3, Menzoberranzan, 

Dungeon Hack + 7 others.£19.99 

Formula One Racing.£28.99 

Forsaken.£12.99 

Gabriel Knight 3.£27.99 

Gangsters: Organised Crime.£28.99 

GetMedievil.£16.99 

Gex3D.£13.99 

Global Domination.£28.99 

Goosebumps - Attack of the Mutant.£25.99 

ID pRix Legends.£19.99 

Grand Thir Auto.£15.99 

Grand Theft Auto London Data Disk ...£15.99 

Grand Touring.£25.99 

iREAT Battles Series Triple Pack.£24.99 

IM Fandango.£29.99 

, Ufe.£27.99 

Hardball 6.£14.99 



Champ Man 3 TOCA 2 

Last Express.£19.99 

Legacy of Kain 2: Soul Reaver.£28.99 

Lego Chess.£24.99 

Lego Creator.£28.99 

Lego Loco.£22.99 

Lego Island.£19.99 

Links LS '98.£19.99 

UnksLS'99.£28.99 

Links Courses: Vaiderama/Oakland/Davis Love/Etc. £16.99 

Lords of Magic.£25.99 

Lords of the Reauv\ 2 Royal Edition.£25.99 

Luftwaffe Collegion.£ 19.99 

Lula - The Sexy Empire & Virtual Babe Pack.£19.99 

Ml Tank Platoon 2.£18.99 

Megapak 8.£23.99 

Megapak 9 - Cmusation 2, Interstate 76, Destrugion 
Derby 2, Discworld 2, F22 Raptor, Jack Nicklaus 5, Pro 

Pinball Timeshock, Admiral Sea Bahles.£27.99 

Magic & Mayhem.£28.99 

Men In Black.£16.99 

MIA.£22.99 

Michael Owen's World League Soccer '99.£23.99 

Micro Machines 3.£19.99 

Microsoft Pinball Arcade.£17.99 

Microsoft Return of Arcade .... £17.99 

MiCROSOR Revenge of Arcade ... £17.99 

Microsoft Motocross Madness £29.99 

Might & Magic 6. £26.99 

Monaco Grand Prix Racing Sim 2 £28.99 

Monkey Island 3.£21.99 

Monkey Island 1,2 & 3.£28.99 

Monopoly.£24.99 

Monster Truck Madness 2.£33.99 

Moto Racer 2.£29.99 

Motorhead.£17.99 

Myst.£18.99 

Myst & Riven Double Pack.£22.99 

Myth: The Fallen Lords.£17.99 

NBA Uve '99.£29.99 


Need For Speed 3: Hot Pursuit.£29.99 

NFL Madden '99.£29.99 

North V South.£27.99 

Operational Art of War.£26.99 

Outlaws.£9.99 

OuTWARS.£33.99 

Pacific General.£18.99 

Pandemonium 2.£13.99 

PGA Tour Pro.£17.99 

Pga Nippenburg Euro Data Disk.£6.99 

PoucE Quest Collegion 1-4.£21.99 

PoucE Quest SWAT 2.£24.99 

PouTiKA (Tom Clang).£17.99 

Pool Wrk.£25.99 

Populous: the Third Coming.£29.99 

POSTAL.£15.99 

Powerchess 2.£24.99 

Premier Manager'99.£21.99 

Pro 18 World Tour Golf.£28.99 

Pro Pinball: Big Race USA.£16.99 

Pro Pinball: Timeshock.£14.99 

Quake Resurregion: Quake, Q Zone & Malice ..£10.99 

Quake 2.£17.99 

Quake 2 Data Disk: Juggernaut.£12.99 

Quake 2 Data Disk: Ground Zero . .. £15.99 

Quest for Glory 5: Dragon Fire . . . £24.99 

Quest for Glory Anthology. £18.99 

Railroad Tycoon 2.£25.99 

Rainbow 6.£24.99 

Rainbow 6 Data Disk: Eagle Watch.£13.99 

Reah.£28.99 

Red Baron 2 3D.£25.99 

Redline.£29.99 

Redneck Rides Again.£27.99 

Resident Evil Power VR version only.£16.99 

Resident Evil 2.£28.99 

Return to Krondor.£27.99 

Rising Lands.£14.99 

Risk.£19.99 

Riven (Myst 2).£16.99 

Rogue Squadron.£27.99 

Roll Cage.£29.99 

Rollercoaster Tycoon.£27.99 

Rugrats Adventure Game.£20.99 

Scrabble.£27.99 

Sensible Soccer World Cup '98 Edition.£22.99 

Sentinel Returns.£12.99 

Settlers 2 Gold & Seven Kingdoms Bundle.£18.99 

Settlers 3.£24.99 


^ Ris 

, WRollercoa: 


Starsiege & Tribes Doubles Pack.£29.99 

Star Trek: Birth of the Federation.£28.99 

Star Trek: Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations.£11.99 

Star Trek Klingon Honor Guard.£18.99 

Star Trek Omnipedia.£12.99 

Star Trek: Star Fleet Academy.£25.99 

Star Wars Archives.£22.99 

Star Wars: Behind the Magic.£16.99 

Star Wars Monopoly.£10.99 

Star Wars Supremacy.£22.99 

Star Wars: X Wing Alliance.£29.99 

Star Wars: X Wing CoLiiaoRS Series.£24.99 

Superbike World Championship.£29.99 

Team Apache.£27.99 

Test Drive 4X4.£29.99 

f Test Drive 5.£29.99 

^>!The Golf Pro.£16.99 

The Golf Pro 2.£16.99 

: Thief: Dark Projeg.£28.99 

\ Tiger Woods '99 Golf .. ..£25.99 

^TOCA Touring Cars.£19.99 

"tOCA Touring Cars 2.£24.99 

B Raider 2.£19.99 

.B Raider 3.£27.99 

Top Gun 2.£24.99 

Total Air War.£28.99 

Total Animals (Catz, Dogz & Worms).£12.99 

Total Annihilation Commander Pack.£27.99 

Total Annihiution Kingdoms.£27.99 

Total Heaven: Civilisation 2, Sim City 2000, 

Sehlers 2.£24.99 

Total Insanity: PGA European Tour, Network Q 

Rally, Star Trek TNG A Final Unity.£14.99 

Total Insanity 2.£24.99 

Total Sport: Links LS, Sampras Tennis, FIFA '97.£12.99 

Trespasser.£29.99 

Turok 2.£26.99 

Ultima Collection.£24.99 

Ultimate Soccer Manager '98/99 Season Ed.£22.99 

Ultimate Soccer Manager '98 Data Disk.£13.99 

Ultimate World War 2 Collegion - Panzer General 
2, SteelPanthers 3,Silent Hunter,SoldiersatWar£27.99 
Unreal.£17.99 



^Tomb 


Shadows of the Empire.£12.99 

Shanghai Dynasty.£19.99 




FI Racing 


m 

Smai 



Shogo Mobile Armour Division.£24.99 

Sierra Pro Pilot Double Pack.£28.99 

Sierra Sports: Golf/Ski Racing ..each £22.99 

Silver.£27.99 

Sim City 3000.£29.99 

'Sin.£19.99 


_ ^£27.^ 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED^ SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 


Small Soldiers.£21.99 

Specg CD '97 (3000 Spectrum & C64 games).£14.99 

Soldiers at War. £24.99 

Sonic R. £23.99 

South Park Screen Saver ... £18.99 

South Park the Game.... . £25.99 

Special Ops. . £24.99 

Sports Car GT.£29.99 

Starcraft.£21.99 

Starcrar Data Disk: Brood War.£17.99 

Starcraft Data Disk: Stellar Forces.£13.99 

Starship Titanic . i .£24.99 


Unreal Tournament ...£28.99 

Uprising 2: Lead and Destroy..£29.99 

Viper Racing.£26.99 

Virtual Pool 2.£19.99 

V Rally.£26.99 

Wall Street Trader 99.£29.99 

Wau Street Tycoon.£27.99 

WaRCRAH 2 + 50 EXTRA LEVELS + HINT BOOK..£16.99 

War Games.£29.99 

Wargasm.£28.99 

Warhammer: Chaos Gate.£27.99 

[thi Warhammer: Final Liberation.£25.99 

OF the\ War of the Worlds.£26.99 

W^£iJ\WARZONE2100.£28.99 

I^NlSi^WCW Nitro.£22.99 

Wing Commander Prophecy.£17.99 

World Cup '98.£9.99 

World War 2 Fighters.£29.99 

Worms Armageddon...£23.99 

Worms Couection: Includes Worms2, Worms United, 

and Worms Pinball. £17.99 

X Files: The Game.£32.99 

X Files: Unrestricted Access.£18.99 

X Wing v Tie Fighter & Balance of Power ...£22.99 

XWingAluance....£29.99 

ZoRK Trilogy: Zork Grand Inquisitor, ReturI'I to Zork 
and Zork Nemesis. £26.99 




PC Games Cheat Line I 

08900 308999 P 
learly 300 aames 
available! 

Calls cost 50p per minute, 


BRITAIN'S LARGEST MAIL ORDER 


I 
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lengay to 

Monday to Friday 


Prtda 



: P© -p 

till 

am - o 



113 234 a9S2 
113 234 364 


SALESFAX 


(3 


BUDGET 


CHILDUN St EDUCATION 


HOME & REFERENCE 


This is just a small selection of 
our educational range. Please 
call for a quote if you do not 
lot ' 


see v/hat you are looking for. 


DORLING KINDERSLEY 



1 1th Hour + 7th Guest.£13.99 

AIOCuba.£9.99 

AauA Soccer Club Ediiion £9.99 

Addiction Pinball. £13.99 

Age OF Sail. £9.99 

Armoured Fist 2.0 (Win '95) £13.99 

Bahlecruider 3000AD £9.99 

Bahle Isle 2 & Data Disk £9.99 

Bedlam & Bugrider Double Pack.£5.99 

Betrayal in Antara.£9.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2.£13.99 

Caesar 2.£9.99 

Caesar's Palace £9.99 

Chessmaster 5000 £9.99 

Chronicles of the Sword.£8.99 

Civilisation... £9.99 

Civil War General 1 or 2.£9.99 

Conquest of the Empire.£9.99 

Creatures Gold £ 13.99 

Cyberstorm 2 £9.99 

Dark Eye. £8.99 

Dark Forces £12.99 

Dark Reign.£9.99 

Daytona USA.£13.99 

Destruction Derby 1 or 2.each £13.99 

Doom 2.£9.99 

Dungeon Keeper Gold.£13.99 

EF2000.£8.99 

F22bGHTNiNG2 £13.99 

Fade to Biack £9.99 

Fatal Racing., £9.99 

Final Doom.., £9.99 

Formula r97 £13.99 

Gabriel Knight 1 & 2.each £13.99 

G-Nome. £4.99 

Grand Prix 2.£10.99 

Hardcore 4X4.£6.99 

Harvest of Souls £9.99 

Heavy Gear. £9.99 

Imperium Galactica £9.99 

Interstate 76_ £9.99 

Jonah Lomu Rugby.£11.99 

Journeyman Project 3.£9.99 

Kings Quest 7.£9.99 

Levimings Paniball + No More Lemmings + liMMiNGs£l 4.99 

Links LS.£13.99 

Lihle Big Adventure 2.£13.99 

Mageslayer & Maximum Force Double Pack.£7.99 

Magic the Gathering (Microprose).£10.99 

Master of Dimensions.£9.99 

Masters Of Orion 2.£10.99 

Mech Warrior 2 or MW2 Mercenaries..each £9.99 

Micro Machines 2 Special Edition.£9.99 

Monster Truck Madness £12.99 

Mortal Kombat 3. £9.99 

NASCAR Racing & Track Pack £9.99 

NASCAR 2. £10.99 

Network Q Rally. £9.99 

Nitro Racers. £5.99 

Nuclear Strike. £13.99 

Oddworld: Abe's Oddysee.£10.99 

Outpost 2.£9.99 

Panzer General.£9.99 

Pete Sampras Tennis.£11.99 

PGA European Tour.£13.99 

Phantasmagoria 2.£13.99 

POD Gold (Includes extra tracks).£13.99 

PouCE Quest SWAT.£9.99 

Privateer 2: The Darkening.£13.99 

Quake.£9.99 

Return TO ZoRK.£7.99 

Road Rash.£12.99 

Sam & Max Hit The Road + Day of the Tentacle£ 13.99 

Scorcher.£4.99 

Screamer or Screamer 2.each £9.99 

Sega Rauy.£13.99 

Shadow Warrior.£14.99 

Sid Meier's Gettysburg.£13.99 

Sim City 2000 Network edition.£9.99 

Space Hulk 2: VOTBA.£10.99 

Star Trek; Next Generation A Final Unity.£9.99 

Super Puzzle Fighter 2.£9.99 

Syndicate Wars.£13.99 

Tex Murphy Overseer - Under A Killing Moon 2 £12.99 

Theme Hospital.£13.99 

Theme Park.£13.99 

Time Commando.£8.99 

Tomb Raider & Unfinished Business.£13.99 

Top Gun.£10.99 

Total Annihilation.£12.99 

Total Annihilation Disk: Core Contingency.£18.99 

Transport Tycoon & World Editor.£9.99 

Ultimas.£13.99 

Ultim@te Race.£9.99 

Ultimate Soccer .Manager 2.£9.99 

ViRTUA Cop.£13.99 

Virtua Fighter.£13.99 

Virus.£7.99 

VR Powerboat Racing.£9.99 

Warhammer: Shadow of the Horned Rat £9.99 

Wing Commander 3.£8.99 

Worms United.£10.99 

X Com: Apocalypse.£10.99 

X Com: Terror From the Deep.£10.99 

X Wing Collection + Rebel Assault.£13.99 

Z.£9.99 

Zork Grand Inquisitor.£9.99 

ZoRK Nemesis.£9.99 ' 


Bananas in Pyjamas. £15.9" 

Castle Explorer. £14.99 

Castle Explorer/Dinosaur Hunter Bundle ....£24.99 

Chronicle of 20th Century. £21.99 

Encyclopedia OF Nature 2. £22.99 

Encyclopedia of Science 1/Nature 1 ...each £12.99 

ENacLOPEDiA OF Science 2 . £22.99 

Encyclopedia of Space & Universe. £24.99 

History of the World 2. £23.99 

My First Aaxazing World Explorer 2. £17.99 

My First Incredible Amazing Dictionary. £16.99 

Redshift 3. £22.99 

Ultiaaate Human Body 2. £23.99 

Virtual Reality Dinosaur Hunter. £17.99 

Acacia GCSE Revise and KS3 Test for success 


I EACH PACKAGE CAN BE CUSTOMISED TO 
1 SUIT DIFFERENT LEVELS OF ABILITY AND 
I ALLOW YOU TO SELEQ THE APPROPRIATE 
I EXAM BOARD AND SYLLABUS. AlL ARE 
IWRIHEN BY PRAQISING TEACHERS. OUR 
(MOST HIGHLY RECOMMENDED RANGE OF 
EDUCATION AIDS. 

GCSE Maths, Chemistry, Physics, Biology A 
Geography. jach £12.99 



Keystage 3 Maths, Science, Geography each £15.99 



^ £29.99 - ^ £28.99 t :: £28.99 

DISNEY 

Wl STOCK THt FUll RANGE OF DlSNlY CD HOM TITLES 
AT SOME OF THE CHEAPEST PRICES IN BRITAIN! 

Please call for prices! 


BRODERBUND 

Green Eggs & Ham/Harry & the Haunted House each £17.99 

Logical Journey of the Zoombinis.£23.99 

Ruffs Bone.£15.99 

MICROSOFT 

Barney Goes to the Circus/Under the Sea .each £17.99 

Creative Writer 2 .£24.99 

Fine Artist.£12.99 

Fine Artist + Creative Writer Double Pack.£28.99 

Magic Schoolbus Range. EACH £24.99 

OTHERS 


First Aid '98 for Windows '95. £26.99 

First Aid Deluxe '97 for Windows '95. £29.99 

First Aid Deluxe '98 for Windows '95. £29.99 

McAfee VirusScan V3. £24.99 

Norton Antivirus 4 Gold. £24.99 

Norton Uninstall. £17.99 

Norton Utilities V2. £22.99 

Norton Utiuties Gold. £25.99 

Nuts& Bolts. £19.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 


ADI Boo Read & Count 4-5/6-7yrs. £18.99 

ADI English & Maths Years 3-10.each £21.99 

Barbie Cool Looks Fashion Designer....£26.99 

Barbie Riding School.£24.99 

BBC Teletubbies/Pingu.each £20.99 

Freddie Fish 3.£16.99 

Playmobil Range.each £24.99 

Print Artist V4 (Sierra). £17.99 

Simpson's Cartoon Studio.£19.99 

Virtual Springfield.£18.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 


Berlitz Thinks Talk Range 
French/German/Spanish/Italian 
orJapanesEmmEach £ 26.99 


Unguage Assistant (Transutor) Easily 
1, German, Spanish or 


FROM OR into French, 





Sa 


a 


Scrownbeot Maxim 120 

120 Watts PMPO, 
Surround Sound, 
Loudness Boss System, 
Full Range Tone 
Control, Power Supply. 

£27.99 




Sits on any 


n oriy 
monitor, 25w 
Peak Power, 
Boss Booster. 

£8.99 




TOP DRIVE 
STEERING WHEEL 

COMPLETE WITH WORKING GEARSTICK AND FOOT PEDALS 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/aCCELERATOR/FIRE, ETC. 

Suitable for use with all driving games 

£44*99 plugs into all 

STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 

j^fNCIAL OFFIM! 

Mm BUY A TOP GEAR 
J j STEERING WHEEL 

AND GET £2 


300W PMPO, Active 
Sound, Dynamic Boss 
Super Woofer, 3D 
Surround, Satellite 
Speaker^ Power 

Supply. £59.99 


e iwail_GameBlqY UK@apl.com 

rTTyrfrr^Ti .i' i ,, n L'jtirtrrTT^ 


JOYSTICKS & PADS 




RRP 

OFFER 

Microsoft 3D Movie Maker .. 

.£29.99. 

£14.99 

Autoroute '99. 

.£59.99. 

.£50.99 

Bookshelf '99. 

.£49.99. 

.£40.99 

Cinemania '97. 

.£29.99. 

. £14.99 

Dangerous Creatures. 

.£29.99. 

. £10.99 

Encarta World Atlas'99. 

.£49.99. 

.£25.99 

Encarta'97. 


. £17.99 

Encarta '99 Standard. 

.£49.99. 

.£25.99 

Encarta '99 Deluxe. 

£79.99. 

£40.99 

Encarta 99 Ref Suite DVD.... 

.£99.99. 

.£69.99 

Greetings Workshop 2. 

.£39.99. 

.£33.99 

Money '99. 

.£29.99. 

.£25.99 

Office '97 Pro. 

-,£499.99. 

£189.99 

Plus (For Windows'98). 

.£49.99. 

.£35.99 

Publisher '95 Deluxe. 

£79.99 

£34.99 

Student Office '97. 


....£119.99 

Student Publisher. 

.£49.99. 

.£39.99 

Student Works. 

.£49.99. 

.£39.99 

Windows '98. 

.£99.99. 

.£75.99 

Wine Guide. 


£10.99 

Word '97. 

.£59.99. 

.£39.99 

Works V4.5.. . 

£59 99 

£29.99 



CH Throttle Pro.£94.99 

CH Virtual Pilot Pro £79.99 

CH Pro Pedal. £79.99 

CH Game Card. £25.99 

CHF-16 Fighter Stick.£94.99 

CHF-16 Combat Stick.£61.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Firebird 2.£44.99 

Gravis Gamepad.£16.99 

Gravis Gamepad **Pro**.£22.99 

SuNCOM F-15E Talon.£44.99 

SuNCOM G-Force Pius Yoke.£34.99 

SuNCOM FS Throttle.£89.99 

Sidewinder ‘Precision* Pro . £44.99 

Sidewinder Freestyle Pro . £43.99 

Sidewinder Force Feedback . £84.99 

Sidewinder Force Feedback Wheel£1 07.99 
Microsoft Sidewinder Gamepad . £24.99 




AtfA . T pAyifi:S PCH & 2 Plavir Ap y r op 

A Sputter cable whm a difference! 
COMFATIIU WITH WiN '95 AND DOS AND 


Corel Draw 4.£16.99 

Corel Draw 6.£39.99 

Dance EJ.£19.99 

Rave EJ.£21.99 

Encyclopaedia Britannica '99 Standard ...£39.99 

Family Tree Maker V5 Deluxe. £33.99 

Flagtower Range.each £5.99 

Home Gourmet. £5.99 

Hutchinsons Encyclopedia '97.£8.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map of GB.£9.99 

Oxford Interactive Encyclopaedia. £14.99 

Simply Speaking Gold.£24.99 




TRANSLATES documents 
Spanish or Ital[an...Each £26.99 


FI SIM 
COMPACT 
WHEEL 

Hand-stitched replica 
FI 10" steering wheel 
, self-centering and 


~ 5* AU JOYSnCKS/PADS, THE AlFA QuAD 

E14.VV ^0^ 2 devices to be CONNECTED TO ONE 


JOYSTICK FORT. 7FT LONG LEAD. 


THRUSTMASTIR PRODUCTS 


Foimuia I Racing Wheel & Pedals Assemilv 
Comes with Steering Wheel Gearstick + Pedals 
RRP £124,99 OURI^ICE £99.99 
Foia Feedback version £119.99 
Thrustmaster FI Sprint Steering Wheel 
RRP £54.99 OUR PRICE £46.99 


Maximise performance & responsiveness with a 
Thrustmaster ACM Game Card .£21.99 


£ 



F-16 FLCS Joystick- Features Four 4-way hats, 

3 Buttons, Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS Throhle • True Repuca of F-16 THROTaE Quad-rant 
System, Features Targeting Cursor Control, Two Dials 

Two 3-position switches & 4-way radio svyitch. £109.99 

Ahack Throttle. £42.99 

F-22 Joystick. £129.99 

X Fighter Joystick. £38.99 


Eute Rudder Pedals. £49.99 

Top Gun Offioal Joystick ■ 4 Way Hat Swtch, Weighted 

Base, 3 Beveled Buttons, Quick Action Trigger. £28.99 

Thrustmaster Flight Pack - includes Top Gun Joystick, 
Attack Throttle & Elite pedals. £119.99 


saitek products 



XM Fughtshol t THiomi Paul 

LJnarguably the best bundle 

available! Excellent reviews from 
all magazines, every feature 
conceivable - call for more info 
£74.99 

PC Pash Commanp Pap 

Brilliant new concept in games 
control allows you to play and 
master complex games more 
easily. Simply touch the picture 
TO control the game! Fully 
PROGRAMMABLE, 8 WAY THUMB PAD 

£^9.99 



Spa€e Orb 360^ 

10/10 - PC Home 1^29 


let Half-Life for just £10 
visit ^T-**^* same time! 
vyrww.spacjetec. conP 
for more info.,.. 

In REAL-LIFE, you don't think about 
HOW to move... you just do it. 

Shouldn't it be the same in your 3D 
games? Break the barrier of clunky 
linear 2D keyboard, mouse and 
joystick play with full-blown 6-axis 
360° control in any and every 
direction. Perform outrageous combo 
moves like circle strafes, diving rolls, 
swat moves and the indefensible 
death blossom... moves impossible 
with the keyboard, mouse or joystick. 
Recommended for all 3D games, e.g. 

Quake, Tomb Raider, Forsaken, 

Unreal. This is also the only controller 
I directly comiacifible wHh all lanloDa. 


Hint Books 

Age of Empires Solutions .. .£12.99 
ri Caesar 3 Official Guide ... .£16.99 
'i, Discworld Official Guide .. .£18.99 

Falcon 4 Official Guide _£76.99 

Final Fantasy 7 Guide .£74.99 

i Grim Fandango Guide ... .£75.99 
; ;i Half-Life Strategy Guide .. .£75.99 
f i Internet for Dummies V4 .. .£78.99 
I MS Combat Flight Sim Guide£16.99 
! MS Flight Sim 98 Moves .. .£76.99 
: Rainbow 6 Strategy Guide .£76.99 
i Riven Unauthorised Secrets .£6.99 
j Settlers 3 Strategy Guide .. .£75.99 
• I Sim City 3000 Strats & Sols .£75.99 
: J Tomb Raider 2 or 3 Official £70.99 
! I Windows '98 for Dummies .£78.99 
: i X Com; Apocalypse Guide .£75.99 







Migapad MX632M 

8 BUTTONS, INDIVIDUAL TURBO AND AUTO-HRE 

SEiia, LED, Auto-caubrating, IS Pin 
£14.99 


torque action. Gear change functions on 
steering column, 2 programmable 
buttons. Durable plastic pedals. £59.99 


; 4 Microswitched fire buhons whh turbo¬ 
fire, Hat switch, seperate THRonLE lever, 

: PROTEIN RUBBER GRIP 

£21.99 





;4RAtlN6WHKLiiP 


:ASY CLAMPING SYSTEI^ lu 
PADDED WHEEL, Ratio Digital 
TECHNOLOGY, GeAR STICK AND 
SHIFT PADDLES. £69.99 
WITH Force Feed back £ 114.99 

Cittogg 3P Stick 

24 Programmable aoions, left or right 

HANDED, HAT SWITCH, 3D TWIST FUNOION 
AND 3 HANDLE ADJUSTMENTS TO ALLOW YOU 
TO MAKE IT FIT YOUR HAND PERFECTLY! 

£34.99 



Saitek X36F Programmable Flightstick. £44.99 

Saitek X35F Throhle Rudder System. £34.99 


VRF1 Xceierator Analogue Wheel 
and Pedals Plus Network Q Rally & | 
Int'l Rally Championship £29.9r 




SALES LIMES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am -4pm 


F YOU ARE UNHAPPY WITH YOUR 
'PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM WlfHIN 
48 HOURS OF RECEIPT AND 
SUBJECT TO A FEE (10% OR 
MINIMUM £4), WE WILL SWAP IT 
FOR ANOTHK ITEM.. WE RESERVE 
THE RIGHT TO REFUSE EXCHANGE 
IF THE ITEM IS NOT RECEIVED BACK 
IN PERFECT CONDITION). 


71 


ORDER BY CREDIT CARD, CHEQUE, 
POSTAL ORDERS OR CASH (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 


z 


ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 250,000 HAPPY 
CUSTOMERS SO FAR! 




1ST CLASS DEUVERYFRU OF 
CMAROEIO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1 -3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 


7 


I ODD'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR PSX, N64. 
SATURN & OTHER COhlSOLE^ 


OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT TOUR 
CREDIT CARD WILL MOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCNEDI 




-^*y rj.- 






m 


I out this order form and post to: 

^GAMEPLAY, ENTEmiNMENT HOUSE, - 
OiOSS CHANCEUjOR STim, LHDS, IS6 21^ 


Item description 


Price 


APOCALYPSE POWER VR 


Power VR 2nd 
Generation 
is almost 
here! Power 
VR2nd 
Generation will be the most 
powerful graphics accelerator 
on the market with an expected 
price of under £100. Please call 
for more info! 

Sonic Vortex 2 .£67.99 

DVD Plover . £109.99 

Sirocc o Speake rs . £204.99 


Name:.... 

Address:. 


..Have you ordered before? Yes / No " 


Postcode:. 

Tel:.Fax:. 

CashG Cheque □ Postal Order □ CardG 


Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

Signature:. Postage is mi (or all games shipped within the U.K. 


P&P 


Optianal NEXT DAY DELIVERY available: £4.00 far 1st 

item plus £ 1.00 far each subsequent item. T/XT A I 
Overseo s pastage - £2.50 per saftware item. I W IAL ; 

Cheques payable to 'Gameplay'. 

Prices may be subject to fluctuation. E & OE. 

Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 


SWITCH ONLY 


UPC(5) 


Apollo 3D Voodoo 2 12MB.,£79.99 “Please note that express cheque clearance does not apply to Building Society cheques.] 


Sent to press 17/3/99 


SUPPLIER OF COMPUTER GAMES! 

AIIAIITVI CRDlYirEI 


























































































































































































































































































































































UPG HARDWARE REVIEWS 




With the murky depths of winter now behind us, this month we thought we’d have a bit of a spring 
ciean and tidy up some technoiogicai odds and ends. Read on for reviews of some exciting new 
monitors, 3D video, sound cards and peripherais. 


ATI RAGE 
FURY 128 


AUREAL 
VORTEX II 


THE ATi RAGE FURY 128 COSTS £149.99. 



THE 


I Rage Fury fits into 
\ an AGP (Advanced 
Graphics Port), which most Pentium II and III 
machines should have. With current rival 
cards such as the Voodoo 2 having a 
maximum of 16MB RAM, the Fury features a 
monster 32 MB of on board RAM. It 
incorporates 2D, 3D and built-in DVD 
hardware acceleration, which will no doubt 
help its popularity as DVD really takes off over 
the next few years. The board has software 
support for the most popular game APIs, 
Direct3D and OpenGL, with a new GL chipset 
built into the hardware. Advanced effects 
include alpha blending, fog, video textures, 
texture lighting, reflections, shadows and 
texture morphing. It supports resolutions up to 


a superb 1920x1200. Testing the card with 
Half-Life, the effects seemed at least as good 
as a Voodoo Banshee card, but with a higher 
resolution and better frame-rate. Half-Life was 
so smooth in the highest resolution that it felt 
like the card could handle a lot more. 

The main rival will of course be the 
Voodoo3 board with its 3dfx chipset, which 
launches this month. With such an established 
pedigree behind it, the Voodoo boards will 
take some beating in the 
minds of consumers, but 
the high specs of the ATI 
128 Rage will make it a 
serious contender, and the 
established chipsets can 
no longer be complacent 
that they will remain the 
market leaders. Of course, 
more Industry competition 
can only be good for the 
consumer in terms of 

Q variety and lower prices, 
so let the big fight 
commence. 



VERDICT 


The Rage Fury 
is a powerful, 
no nonsense 
board, with 
uitra-high 
specs, iightning 
performance 
and exceilent 
effects 


ADVANCES 


I in sound 
I technology have 
often taken a back seat to graphics 
innovations in recent years, but at last games 
developers are writing support for true 
positional audio into their games. 
Concurrently, a new wave of sound cards are 
emerging which support 3D positional audio. 

The Aureal Vortex II recreates a real world 
experience, recreating sound influenced by a 
3D environment and positioning the sounds so 
that what you hear ties in perfectly with what 
you see on the screen and the object that is 
the source of that sound. The card is best used 


in conjunction with a set of four speakers, 
so that you can immerse yourself in a true 
3D sound field, with audio positioning not 
only all around you, but seemingly above 
and below. In games like Quake and 
Half-Life this significantly enhances the 
gameplay. If you can tell exactly where a 
shot was fired from by hearing alone, 
then this takes you a step closer to a 
real experience and gives you a 
definite edge. 

The card comes with an impressive 
software bundle of the Yamaha Soft 
Synthesiser and offers hardware support for 
digital recording direct to 
Mini Disc or DAT. The 
hardware does take 
some setting up and 
there were a few 
problems getting 
Windows to recognise it, 
but eventually it provides 
decent 3D sound for 
games, and at a very 
good price. Midi input is 
okay, but there are 
superior cards such as 
Yamahas, if this is what 
you want. 


VERDICT 


The Vortex II Is 
difficult to install 
but delivers 
decent 3D 
positional sound 
and has nice 
additional 
recording 
functions. Best 
thing is the price 



PHILIPS PCA424DK DVD 




iiiia 


THIS 


I is a great DVD package 
1 that comes bundled with 
all the hardware/software 
that is needed for installation 
and use. As always when 
adding extra drives to your 
machine, it takes a while to 
set up due to connecting 
cables to boards and trying 
to fit everything into the 
available space. Once 
physical installation is complete you 
should have no problems installing the 



software. The drivers and written 
material are well constructed, making 
life easier, and for those with a 
little more experience there is a 
quick start guide. 

The film playback quality for 
this drive is high and rates well 
with any other on the market. 

It performs as a 4 speed drive 
for DVD and 24 speed for CD 
ROM, which appears to work 
better than a lot of the 36 speed CD 
ROMs I’ve used. 





The bundled software it comes 
with Includes Spycraft and Zork - it’s 
just a shame it doesn’t come with a 
free movie. So far this and the Sony 



drive are by far 
the best packages 
we’ve seen. 


mm 


So far one of the 
greatest DVD 
drive and card 
combos around. 
It has great 
deffition on 
monitors and 
television. 
Relatively easy 
to install and 
worth the money 


O 
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HARD UP UPC 


VIEWSONIC 

PS700 


IjjUjUjjmjjjjjjj 


790 COSTS £405 4- 



The OSD is very similar to the 
ViewPanel, and having several 
physical buttons for different 
adjustment functions is definitely 
preferable to the single Hansol OSD 
control, being far less time 
consuming and difficult to operate. 
The display is sharp enough for 
design work and amazingly vibrant 
for games, with above average 
clarity and colour depth. Although 
not a budget monitor, the PS790 
has a noticeably flatter screen, 
exhibits no distortion, and if you 
spend a lot of time in front of your 
PC, its above average features will 
give you years of no-hassle use. 

If you can afford 
that little bit extra, 
this is a top monitor 
for games, with 
resolutions of 
640x400 at 180 Hz 
and 1600x1200 at 76 
Hz. If you don’t want, 
or can’t afford, a flat 
screen LCD display, 
then something like 
this would be the 
perfect addition to a 
games PC. 


VERDICT 


The PS790 is 
probably the 
best monitor in 
the test. Perfect 
for games in 
terms of size, 
flatness, 
resolution and 
refresh rales 


THE 


I PS790 is a 19” monitor 
I with a slightly larger 
viewable area than the 19” Hansol but 
with a significantly smaller casing, 
both in terms of width and depth. For 
this type and size of monitor, you 
won’t find anything smaller in bulk. 

The circular base is also very neat 
and is quite smoothly adjustable 
without being loose. The power button 
and four control buttons are slimline 
and easy to use. 


900P HANSOL 
ELECTRONICS 



THE 


I 900P is a 19” monitor with an 
I 18” viewable screen. This 
means that it will take up a lot of room 
on your desk, but games do look so 
much better this size - yes, big really is 
better. It comes In bog standard PC 
greyish cream and has a nicely curved 
casing. The ventilation holes on the back 
of the casing disperse into a random 
pattern near the front top, which rather 
resembles the aftermath of a shotgun 
attack but is actually quite stylish. 

There are only two buttons on the 


monitor - the light-touch 
power switch and the 
central circular OSD (On 
Screen Display). This is 
pushed to bring up the 
display, rotated to cycle 
through the settings, and 
pressed again to select 
and adjust them. This 
does make for fewer 
physical buttons on the 
monitor, but can be slightly 
fiddly to operate and is 
certainly more time 
consuming. Nevertheless, 
there is a good level of 
adjustment in ail areas. The display 
goes up to 720x400 at 70 Hz and 
1600x1200 at 60 or 75 Hz. There is decent 
colour depth and obviously great 
resolution, but this is a cheaper monitor 
and there is a small amount of rippling 

effect near the corners, 
which can be distracting. 

This Hansol is not 
ideal for high-end 
graphics programs, but 
fine for games and a 
good size for the price. 
Also, stencilling an ‘o’ on 
the logo gives you a 
Hansolo monitor, and 
how cool is that? 


VERDICT 


If you have the 
space and like 
your games hig 
then this is an 
aftordahie ali- 
rounder 



I 


VIEWSONIC VIEWPANEL VP150 






May '99 


VkwSonk 


THE 


ViewSonic 
VP150 is a 15” 
monitor, but also has a 15” 
viewable screen, which 
makes it the equivalent of 
a standard 17” monitor. It 
is a well-designed LCD 
display, only 
about four 
inches 
deep, with 
a perfectly 
flat 

screen. 

This 

makes it 
a great choice if 
you need more 
room on your 
desk. You could 
actually fit all your 
peripherals around this baby 
without having to balance them 
on top of it or on the floor and 
PC casing. Also, you will have no 
trouble surrounding 


yourself with manuals and hand¬ 
written notes during those 
strategy games and flight sims 
which require such points of 
immediate reference. 

Although slim, it is solid 
enough, with a good base that is 
fully adjustable. This is 
important, because 
viewing the screen from 
an elevated or dropped 
angle will give a 
whiting-out effect. Move 
too far to either side and 
there is a darkening out 
of the screen, which is 
good for privacy (should you 
need it) but could be bad for 
games like Quake II or Half-Life, 
where you cannot help yourself 
from physically ducking and 
dodging bullets. 

The five control buttons bring 
up the OSD, which is excellently 
designed, easily and quickly 
adjusted, and perhaps the best of 


the monitors reviewed. The 
screen is sharp, with high 
resolutions for a LCD flat screen 
of 640x480 at 77 Hz and 1024x768 


at 75 Hz. The colour depth is 
good, both in Windows and for all 
the games we have tested on it 
(and that’s a fair few). The flat 
screen is superb for games, 

giving sharper 


VERDICT 


The flat display 
and tiny area 
needed on your 
desk for this 
monitor, 
together with 
exceilent OSD 
controls, make 
this heauty a 
top choice for 
games playing 


o 


perspective and 
a feeling of 
immersion. 

In almost 
every sense 
this is a 
fantastic 
monitor, and we 
can only hope 
that all monitors 
eventually go 
this way when 
the now 
affordable price 
comes down just 
a little more. 


Issue 22 • 1 Ql 




































UPC HARDWARE REVIEWS 



UR GEAR COSTS £49.95 



IT’S ALL IN YOUR HEAD 

Virtual reality is a term that has almost 
passed out of common usage since it was 
coined a few years ago and talked about as 


than a gimmick and soon establishes 
itself as a genuinely useful piece of 
additional kit (if you can afford it). 


LOOK Bl 


BUM 
IN THIS? 


The UR Gear consists of three components 
- the headset, IR receiver and hand-held 
controller. The headset is made up of a pair 
of integrated stereo headphones, flexible 
microphone and a forehead-mounted IR 
transmitter. The headphones deliver an 
excellent sound quality and good positional 
audio if you have a 3D sound card, and the 
microphone is well styled and unobtrusive. 
The forehead-mounted IR transmitter does 
make you look like some futuristic cyclopean 
robot, but the whole helmet is lightweight and 
fits comfortably with contoured felt padding. 


“YOU LOOK LIKE SOME FUTURISTIC CYCLOPEAN ROBOT ” 


the way in which computer games were 
bound to go. The manipulation of a virtual 
environment using your own body in a 
natural, instinctive way never became 
popular, mainly due to a lack of consumer 
technology, supporting game software and 
the price of the hardware which was 
marketed. The Union Reality helmet, the UR 
Gear, seems at first to be an anachronistic 
throwback to those days, but after only a 
quick trial. It distinguishes itself as more 



The head unit looks very stylish, until you 
actually wear it, and was designed by 
Pininfarina, better known for their work with 
Ferrari. The IR receiver sits on top of your 
monitor, with Velcro fastenings and is in a 
similar, sleek design. The hand-held controller 
lets the rest of the package down, being very 
plasticy and also of little obvious use in most 
games. It fits in the palm of the hand, with an 
index finger trigger control, a thumb-throttle 
and three thumb buttons. 

DOUBLE DEVICES 

The best use of the headset Is in conjunction 
with an existing controller such as a joystick 
or steering wheel. At the moment the most 
impressive demonstration of the Gear’s utility 
is a flight sIm. DID’s Total Air War is boxed 
with the unit and is a special version that has 
been patched for the headset. Using the 
supported Double Device technology, you can 
fly as normal, with flightstick and throttle, 
while looking around the cockpit with the UR 



Gear, checking readouts and looking out to 
either side at scenery, targets and the 
positions of wingmen. In racing games It will 
be ideal for checking wing mirrors and 
overtaking opponents. Obviously the monitor 
Is not moving with your head, so the initial 
fear Is that if you physically look left, then you 


this will be a major factor in its popularity. 
Other uses of the headset will be for PC 
owners with physical disabilities, who will 
be able to use it as a virtual mouse in 
Windows and as a hands-free controller in 
games. The microphone and accompanying 
Dragon voice-recognition software will 


“THE HEADSET CAN BE USED IN ANY GAME THAT 
SUPPORTS A JOYSTICK ” 


will not see the screen. However, the motion 
detection is sensitive, so only slight 
movements are enough to move the screen 
considerably without any danger of losing 
sight of the action. Sensitivity and dead-zone 
configuration are all handled easily in 
Windows controller set-up. 

SUPPORTERS CLUB 

The headset can be presently used in any 
game that supports a joystick, but the flight 
sim genre will undoubtedly be the most 
popular arena for most users. More games 
will now directly support the helmet, 
including Quake III, Interstate ’82 Rally 
Championship ‘99 and EF2000 Update, and 


allow vocal commands to operate Windows 
and game commands. At present this is a 
little difficult to set up, but the idea of 
looking around freely in Quake-style games 
and simply shouting 
“shotgun” to have that 
weapon jump into your 
eager hands is a 
fantastic concept. 

Although not cheap, 
the headset is no pricier 
than a good joystick, as 
it retails for £49.95, £65 
with Total Air War, or 
other titles to be 
announced. 
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Future 
IsrErm... 


Parappas 



2 

PlayStation 



Back! 


The party pooch paws it 
over to Urn Jammer 
Lammy for a rock-tastic 
makeover- 



TiMJf 

how Soiij^ lool^ to pevoluUonIse homo 
ontop^nmont 
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COMPETITION UPC 



lU the 28th Century, mankind has finally learned to co-exist 
peacefully with his brother, and the world is a happy 
harmonious place. However, all is not well. Advancements in 
medicine mean that people are living to riper and riper ages. 
Without the sort of population control only major wars 
can offer, the Earth has become a horribly 
overcrowded little planet. It’s decided that a large 
portion of the population should be shipped away to Smi 
a new world in suspended animation aboard gigantic 
transport ships. Intelligent machines capable of harnessing a 
planet’s resources and using them for self-replication are sent 
on ahead of the settlers to begin terraforming these new 
worlds and making them habitable. After 500 years, however, 
the settlers still haven’t turned up and the machines finally 
exhaust the world of all its resources. Their creators hadn’t 
reckoned with this eventuality, and so their Al routines take over 
and they begin to colonise new worlds. Eventually they run into 
another race of terraforming droids to whom much the same 
things has happened and, to cut a long story short, they decide 
to have a scrap to sort who’s tops once and for all. 

Acclaim’s forthcoming real-time strategy title looks like a 
winner all the way. You’ll be able to control the action from a 
zoomed out view or close in on ground level, and even jump 
into the cockpits of individual units and let your trigger finger 
do the talking. To get the most from Machines' lovely visuals, 
you’ll be wanting a tip-top PC. By amazing coincidence, that’s 
exactly what Acclaim have decided to give away. You’ll get a 
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P2 450 replete with Voodoo II and DVD drive worth 
approximately two grand, plus a copy of Machines to play on it. 
Three runners-up will receive copies of the game. To be in with 
a shout, just answer the following question: 


QUESTION 


ACCLAIM ARE PUBLISHING MACHINES, 
BUT WHAT ARE THE DEVELOPERS CALLED? 


RULES 


1. Employees of Rapide Publishing 
are not allowed to enter 

2. Multiple entries are forbidden, 
so forget about licking the back 
of more than one stamp! 

3. The editor’s decision is final. 
Entries should reach us no later 
than 30/05/99 


HOW TO 
ENTER: 


Write your answer on the back of a 
postcard (or use a sealed down 
envelope). Pop your details on the 
back and send it to: ‘Please Let Me 
Win The Machines PC Compo’ 
compo, ULTIMATE PC, Rapide 
Publishing, 1 Roman Court, 48 New 
North Road, Exeter EX4 4EP. 


MORE MECHANICAL MEGALOMANIACS OF OUR TIME 


SKYNET 

Out of Terminator. A vast 
supercomputer designed to 
run the world so people 
didn’t have to. “Some say it 
got smart. It decided our 
fate in microseconds.” Its 
advanced Al prompted it to 
draw the conclusion that 
humans are more trouble 
than they’re worth, and so it 
set about wiping them out. 
And you thought Windows 
98 was bugged! 


DAVRDS 

Davros and his army of Daleks 
ran amok in the 70s using 
their superior technology and 
awesome firepower to take 
over the universe. The Dalek 
might was finally defeated by 
that most tricky of obstacles, 
a flight of stairs. They also 
had the annoying habit of 
announcing exactly what they 
were about to do in shrill 
voices three times before 
actually doing it. Strange! 


HAL 9DDD 

The on board computer of 
the spaceship Discovery in 
the film 2001. During the 
voyage it contracted some 
form of binary senile 
dementia and started 
knocking off the crew, 
leading to all sorts of 
confusion and trippy 
imagery. The moral is, if 
you want something done 
properly, do it yourself. 
Sort of. 


DARTH VADER 

“He’s more machine than 
man now”, says the ever- 
wise Obi Wan of his 
former pupil Anniken 
Skywalker, who traded his 
soul and cool cotton Jedi 
threads for a snazzy black 
outfit with matching 
helmet and a rasping, 
throaty voice (chicks love 
it, apparently). Everyone’s 
favourite baddy in the 
whole world. 


THE BDRG 

Race of nasty characters 
who keep popping up to 
cause trouble in various 
episodes of the Star Trek 
series. They’re easily 
recognisable due to having 
various bits of scrap metal 
and circuit boards lodged 
in the craniums, and for 
the fact that if they see 
you, they will almost 
certainly shoot you. Very 
keen on ‘assimilating’. 




May '99 


lssue22*(Tr.Tiiv'.i;'i I I'f: IDS 

























UPC TIPS Q&A 


ROGUE 

SQUADRON 

( purchased Star Wars: Rogue 
Squadron at Christmas, and it’s 
my favourite game for the PC. I have 
completed it five times. 

In one of your mags, it says you can 
even take the Millennium Falcon for a test 
flight. Is this true? How do you do it? 

I would also like to know if there are 
any cheats to liven up the game? 

JOHN MAYNE, TYNE AND WEAR 

This a favourite in the UPC offices, and we 
too are on the look-out for something with 
which to liven it up. Enter Options screen 
accessed from the main menu and then click 
on Passcode. Now enter one of these codes: 
IGIVEUP: Infinite lives 
lAMDOLLY: Infinite lives 
NUMBERTWO: Infinite secondary weapons 
HIKEN: Bonus secondary weapons 
TOUGHGUY-ALL: All power-ups 
NEUC: Destroy all ships on the radar 
LOKJOT: Land and repair damage 
CHICKEN: Control AT-ST 
LEIAWRKOUT: Joystick force feedback 
GUNDARK: Changes joystick force feedback 
MAESTRO: Music test 
DIRECTOR: View FMVs (Select At The 
Movies’ option on the high score screen) 
CREDITS: View credits 
USEDAFORCE: Use any ship available on 
current level 

TIED UP: Fly the TIE Interceptor 
FARM BOY: Fly the Millennium Falcon 



Stuck on a game? Can’t see any 
way out? Then write to us at the 
address below and see if we can 
help. Send your problems and 
requests to: 

UPC Tips Q&A 

1 Roman Court 

48 New North Road 

Exeter 

Devon 

EX4 4EP 



UESTIONS 

AND ANSWERS 

The road to games niivana Is a rocky one, so it’s fortunate that 
good Samaritans like ourselves are hero to help you... 


CAESAR III 



n would be most appreciative If you could 
tell me how you get more money in 
Caesar III. I always seem to run out every 
time, and then I get slaughtered by a massive 
Roman army. Please help! 

MAHHEW ROBINSON, BARNARD CASTLE 


This is an easy one Matthew, and you’ll be 
back to conquering the savage barbarians in 
no time. Simply right-click on the water well 
icon, type ALT K then: 

ALT V: Instant victory 

ALT C: More cash if you have less than 

SOOODn 


DESTRUCTION DERBY 2 

I have you got any 


PLEASE 


I cheats or tips for 
Destruction Derby 2, because I can never get 
to Liberty City or the Ultimate Destruction 
Speedway. Please can you check out any 
cheats or tips for me. 

MIKE CALLOW, SOUTHPORT 


I’ll be honest and say I don’t know where you 
type this in, but try the code MACSrPOO to 
gain access to all the tracks - perhaps on the 
menu screens. 


GRAND THEFT AUTO 

H I]' f HI writing to you to ask for some 
■ M i B cheats to Grand Theft Auto, 
like for weapons, levels and invincibility. 
Thank you. 

SEAN KAVANAGH, PRESTON 


This is a bit of an old game, but it still 
remains great fun to play. At the character 
select screen, press DEL then enter your 
name as one of the codes below. If they 
don’t work then either add or delete a space 
between words. 

ITSGALLUS: All levels, all cities 
NINEINAROW: All levels, all cities 
SUPERWELL: All levels, all cities 
lAMTHELAW: No police 
STEVESMATES: No police 


ITCOULDBEYOU: Gives 999999999 points 
SUCKMYROCKET: All weapons, armour. Get 
Out Of Jail Free card 
INSTANTRUM: Unlimited lives 
6031769: Unlimited lives 
HATE MACHINE: Raises points values 
BUCKFAST: Press [*] on the number pad to 
get all the weapons 

CAIIMENIGEL: Press f7 on the number pad 
for all weapons 

PORKCHARSUI: Diagnostic mode 

GRIM FANDANGO 

n bought Grim Fandango at the end of 
last year and got stuck. I bought issue 
18, which had a complete walkthrough, but I 
don’t understand the paragraph where 
Glottis knocks over the sign and you have to 
put it back again. I can’t seem to find the key 
to the dam but have done everything you say. 
Please help me! 

RICHARD PERRY, NORFOLK 

□ recently purchased Grim Fandango for 
the PC a few weeks ago and I have got 
completely stuck. As I have progressed 
through the game I have got the driver’s 
licence signed for Glottis and have returned 
the “trip”. I now have access to the job 
sorter but I can’t get access to Domino’s 
tube. I have tried jamming the “special 
ceremonial bread” down the tubes so that it 
might break the machine and the repair man 
might fix it and leave the door open. Am I on 
the right lines? 

Here are a few more questions: 

1. How do you get across to the other side of 
the ledge at the top of the buildings when 
you climb the ties? 

2. How do you get past the clown near the 
carnival? 

3. When you are going down the alleyway to 
the ties there is a blue “eye”. How do you 
obtain this? 

If you could answer these queries I 
would be very thankful and I will pray for 
you every day and night. 

From one of your legion of followers. 
DARREN, BRADFORD 

Steady on, Darren! I simply send a team of 
slaves out into the world to discover my 
cheats -1 certainly don’t do any work 
myself. Anyway, to be honest, I don’t think 
you are on the right track. To get access to 
Domino’s tubes (ooh-er!) simply use the ties 
to climb up to his window and climb into his 
office through that In Domino’s desk 
drawer you’ll also find a piece of coral. Use 


this on the small end of the rope of ties to 
form a bridge across the gap between the 
two buildings. As for the clown, you don’t 
need to get past him. The carnival is simply a 
McGuffin, to use film parlance. Tm afraid I 
really don’t know anything about the eye, but 
if Manny looks at it as he goes past then it 
must be useful. 

Now Richard, I haven’t forgotten about 
you and your query about the sign. I read back 
through that walkthrough and I admit I wasn’t 
sure what it meant. Needless to say the person 
responsible has been banished from the UPC 
offices! When Glottis knocks over the sign you 
do have to pick it up and then place it into the 
ground in the large clearing. You’ll see that it 
points in a certain direction. Simply pick up the 
sign and place it somewhere in this direction. 

If you continue to do this and follow the 
directions of the sign, a cave will open up. 

Take the sign into here and use it to collect the 
key you require from inside. 


RECENTLY 


I purchased the 
I game Grim 
Fandango. I am on the second CD of the 
game, but I can’t get the VIP pass to the High 
Rollers Lounge from Chowchilla Charlie in 
the casino of Mannie’s hotel. 

It’s no good, I can’t cope out here on my 
own. Please can you help me on this? 

TIM SMITH, BUCKS. 


Poor old Tim. You get so far and then 
come to a complete stop. You’ll be even 
more fed up when you discover how easy 
it is to get this card, because the secret is 
in what you say to Charlie. Simply sit down 
next to Charlie and speak to him, giving 
these answers: 

“Right. So what are you doing in it?’’ 

“How did you point fake betting stubs?’’ 

“What else can you counterfeit?” 

“Can you make reasonable union cards?” 
Charlie will now give you the VIP pass you 
crave, as well as a betting ticket printer. Use 
the pass on Glottis in the bar and head 
towards the track. To say anymore would be 
spoiling it for you. 
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If you know of any cheats that 
we’ve missed out, send them 
to us at: Tip the Balance, 
ULTIMATE PC, 

Rapide Publishing, 1 Roman 
Court, 48 New North Road, 
Exeter, EX4 4EP. 

There’ll be a free game for 
the best of those printed. 


ACTUA SOCCER 2 

On the main screen type: 

BIGDADDY: Makes the players giants 
BILBOBAGGINS: 

Makes the players dwarves 
CLOUGHTWISYCONTROL: 

Makes the game play like table football 
ITSCOMINGHOME: You can select any team 
in the Italian Serie A league 

mmsa 

To Edit Players:Go to editor, open the 
database ‘Players,’ click ‘Edit Database’ 
and enter players. Click on a player, and 
you can then put all his ratings up to 20. 
When you have done this, you then start a 
new game and the player will be a top class 
footballer. You can also create new players. 

You can also change the team and 
management data. Open ‘Tmdata’ or 
‘Mgdata’ and edit it. You can give a team 
loads of money by going to ‘Cash’ and 
typing up to 50,000 (this will change to 
50 million). 

Press the Asterisk [*] key to quit 
without saving your game. This is 
especially useful to go back to a saved 
point after bad results. 

To become an international manager, 
go to ‘Manger Info’, then ‘Add More 
Managers’. Select the country, and when 
you’re asked to type in the manager’s 
name, type in the real coach’s name. 
Example: for England enter ‘Glenn 
Hoddle’ (yes, we know...) and for Holland 
enter ‘Guus Hiddink’. 

BALDUR’S GATE 

To get extra gold: 

Put a position on your belt so you can use 
it quickly. Go to the main game screen to 
see it. Then go back to your inventory and 
replace it with a gem of any kind. Go back 
to the main game screen - you should see 
the position, so click on the position and 
go back to your inventory. The gem 
should have no number by it. Go back to 


the main game screen, click on the 
position again, and when you go back to 
the inventory you should have about 
65555. Buy the gem. Then go and sell the 
gem to get lots of money. 

DELTA FORCE 

Press ['] and enter these codes: 
IWILLSURVIVE; God mode 
RAINDROPSKEEPFALLINGONMYHEAD; 
Allow call for character 
TAKEinOTHELIMIT: Ammo reload 
HITMEWITHYOURBESTSHOT: 

Computer is rock hard 


DETHKARZ 

Press and hold [Shift] + [Ctrl] + [C] on 
the main screen to open the CHEATS 
option. On the Cheats Screen, type one 
of the following: 

GLOBAL: All tracks are selectable 
DEV 6: All cars are selectable 
RACE CORPS: All seasons are selectable in 
Championship Mode 


F22 RAPTOR 

Press [T] for the message prompt and type: 



ALPHA CENTAURI 

During gameplay, press [Ctrl] + [K] 
to enter the Map Editor. Now enter 
any of the following codes: 

[Shift] + [F5]: Change Year 
[Shift] + [FI]: Create Unit 
[Shift] + [F2]: Discovery Technology 
[Shift] + [F4]: Edit Energy Credits 
[Shift] + [F9]: Edit Faction 
Diplomacy Y Full Map 
[Shift] + [F6]: Kill Opponent 
[Shift] * [F3]: Switch Sides and 
Reset View 

[Shift] + [F8]: View FMV Sequences 
[Shift] + [F7]: View Replay 


ITS NOT MY FAULT: Complete mission 
NEVER TELL ME THE ODDS: Can’t be hit 
WE CAN REBUILD HIM: Repair damage 
THERE CAN BE ONLY ONE: Invulnerable 
I’LL BE BACK: Reload stores 

GRAND TOURING 

Type in your name as one of the following: 
GIMME8CARS: All the cars 
MOREWELLY: Makes your car faster 
BONUSMOTA: Give an extra car 
CATCHUP: You can ALWAYS catch up with 
other cars after a spin 

IVIIG-29 FULCRUM 

Press m to display the message prompt, 
then type one of the following codes: 
SPINDIVE: Can’t be hit 
PAPERAIRPLANE: Paper plane 
DAMN THAT CORNER: Can’t crash 
UPSIDE DOWN: Fly upside down on 
Autolevel 
BIG GULP: Refuel 

YOU’RE HERE FOREVER: Invincibility 
CHILIBURGER: Repair damage 
YOU GOT WHAT I NEED: Unlimited 
ammunition 



To view all movles:At the Main Menu, hold 
[Shift] and press [Up], [Left], [Right], [Left], 
[Right], [Left], [Right], [Down] 

To access level skip:At the Main Menu, hold 
[Shift] and press [Down], [Right], [Left], 
[Right], [Left], [Right], [Left], [Up] 

RDLLCAGE 

Type these in during the menu screens, then 
type again to disable: 

IMALAZYBASTARD: Debug menu 
WARPSPEEDMRSULU: Hyper speed 
WRECKEDONSPEED: Mega speed 
REFLECTIONS: Mirror mode 
GIVEMESCORPIO: Scorpio league 
GIVEMETAURUS: Taurus league 
KACKIMFLYING: High gravity 
FLYMETOTHEMOON: Medium gravity 
BRINGMEBACKTOEARTH: Restore normal 
gravity 

TROHERS: Expert difficulty 
BIGANDPINK: Hard difficulty 

X-GAMES PBO BOARDER 

Here are some non-direct moves: 

Normal Stance Half Pipe Tricks: 

MCTWIST; Hold UP and RIGHT and do a 
540 (getting wide air helps) 



HALF-LIFE 

Here are some good tips for the 
excellent first-person shoot-’em-up. 
Start the game using the “hi.exe- 
console” Icon in the directory. During 
the game you can now access the 
console by pressing the [-*] key. You 
may have to type In ‘sv_cheats 1’ in 
the console first. Now enter these 
commands in the console: 

/IMPULSE 101: Give all weapons and ammo 

/GOD: God mode 

/NOCLIP: Walk through walls/fly 

//GIVEXXXX: Give item xxxx (From those 

available below) 

item_ (Then enter one out of...) 

airtank/antidote/battery/healthkit/longjum 

p/security/sodacan/suit 

ammo_(Then enter one of these...) 

357/9mmAR/9mmbox/9mmclip/ARgrenad 

es/buckshot/crossbow/egonclip/gausscii 

p/glockclip/mp5clip/mp5grenades/rpgclip 

weapon_(Again, one of the following...) 

357/9mmAR/9mmhandgun/crossbow/ 

crowbar/egon/gauss/glock/handgren 

ade/hornetgun/mp5/python/rpg/satc 

hel/shotgun/snark/tripmlne/quantum 

destabilizer 


RODEO 7: 

Hold DOWN and LEFT and do a 720 
RODEO 5: 

Hold DOWN and LEFT and do a 540 
CRIPPLER: 

Hold DOWN and LEFT and do a 360 with 
wide air 

Track Tricks: 

RODEO 7: Same as half pipe rodeo 
MISTY 7: Hold UP and RIGHT and do a 720 
MISTY FLIP: 

Hold UP and RIGHT and do a 540 
With Goofy Footed players RIGHT=LEFT 
and LEFT=R1GHT 
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UPC guide 



So, you’ve bought Sid’s latest real-time strategy 
but are having some problems mastering the 
development of new outer space colonies? Well, 
it’s your lucky day. Here’s a useful guide... 
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BASIC STRATEGIES Start bumping into rival factions and need LOOK FOR SURROUNDING ELEVATIONS 


SID 


Meier’s Alpha Centauri is the 
latest wonderfully addictive 


strategy game from Brian Reynolds, Sid 


to look to your defences. These bases 
define the extent of your borders and 
serve as the cornerstones of your empire 


On Alpha Centauri, mountain ranges trap the 
rainfall travelling from west to east. Therefore, 
land on the west side of mountains often 


Meier and the crew at Firaxis Games. In as it grows. In order to formulate a good makes for excellent base sites, while the 

Alpha Centauri, the player takes the role of early expansion strategy, you need to higher elevation results in better energy 

a 22nd Century faction leader fleeing the assess your starting location: collection once Former units construct solar 


chaos and horror of post-millennial Earth. 
Following your crash landing on the 
surface of a planet orbiting Alpha Centauri 
A, (simply dubbed “Planet” by the 
colonists), you must lead your people in a 
race for possession of scarce resources, 


ISLAND STARTING LOCATION 
If you start on an island or small land mass, 
you must quickly develop naval technology to 
move your colony pods to a more spacious 
area. Even a rudimentary navy can secure 


collectors. Set up bases in these areas as 
quickly as possible to establish your borders. 
Then expect to defend these prime sites from 
interlopers, or you’ll have to content yourself 
with scrabbling a hard living from the arid 
deserts often found to the east of a 


expanding and thriving against rival faction your supply routes between land bases and mountainous area. Rivers or special 

leaders who try to impose their vision of harry enemy ten^orming activities, and resources make these areas doubly valuable, 

future utopia on humanity’s new home. render large defensive garrisons unnecessary. 

Like other great Sid-style turn-based In this situation, assign your researchers to SCOUT FOR THE LANDMARKS 


games, the action in Alpha Centauri 
centres around four main imperatives - 
Explore, Discover, Build, and Conquer. This 
introductory strategy guide introduces you 
to all the the specific advantages and 
disadvantages of each faction and provides 
strategies for each 

IMPERATIVE: EXPLORE 

SMAU STEPS FOR MANKIND - THE EARLY SAME 

In SMAC, the early race for territory 
significantly influences the rest of 
humanity’s history. You’ll want to build as 
many new bases as possible until you 


concentrate on “Explore” techs so they 
quickly discover Doctrine: Rexibility, allowing 
the Foil chassis and sea transports. 

CONTINENT STARTING LOCATION 
A starting location on a continent can prove 
a mixed blessing. On one hand, you may 
have plenty of territory to expand into, but 
on the other hand, large tracts of land 
inevitably attract attention from rival 
factions. If you expect early conflict, set your 
researchers to work on “Conquer” techs so 
you can defend your borders and stake your 
claim to arable terrain. 


Scattered over the surface of the planet are 
large landmarks with important gameplay 
benefits. Factions who can stake a claim to 
these landmarks reap these benefits, so plan 
to set up new bases in these areas as soon 
as you find them. A partial list of landmarks 
and gameplay benefits: 

Freshwater Sea: +1 nutrient per square. 
Garland Crater: +1 mineral bonus per square. 
Geothermal Shallows: +1 energy per square. 
Great Dunes: Inhibits nutrient production. 
Monsoon Jungle: +1 nutrient j^r square. 
Mount Planet +1 bonus of both minerals 
and energy. 



Pholus Ridge: +1 energy per square. 

Uranium Flats: +1 energy per square. 

As you can see, you must expand early to 
have access to prime territory. On a 
sizeable landmass, many players produce 
little other than colony pods and cheap 
garrison units for the first 50 turns in bases 
other than the headquarters. Even past 50 
turns, it’s a good idea to expand until you 
run out of space, get into a war, or 
experience significant drone riots. 

DEALING WITH MIND WORMS 
During your early expansion, send out at 
least one or two exploration units to scout 
the terrain and recover the ubiquitous 
Unity pods scattered over the surface. In 
the course of explorations through 
Xenofungus and when entering Unity pods, 
you run the risk of stumbling across 
voracious Mind Worm boils, which attack 
using psi combat and can tear up your 
scouts. However, the rewards of the Unity 
pods, which include technologically 
advanced alien artifacts, energy credits, 
robotic terraforming equipment, and 
additional scout units, prove so valuable 
that you often must risk Mind Worm 
encounters to keep up with rival factions. 

There are several ways to minimise Mind 
Worm depredations when exploring: 

EXPAND AS YOU EXPLORE 

Mind Worms seldom appear near your 

bases. Therefore, you don’t necessarily 
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want to explore Unity pods until you can 
establish nearby outposts to drive the 
worms further into unexplored territory. 

BUILD SENSORS AS YOU GO 
Your Formers can build sensor arrays 
anywhere inside your territory. Sensors help 
you deal with Mind Worms in three ways. First, 
Mind Worms shy away from this man-made 
equipment, and seldom appear near a sensor. 
Second, should a Mind Worm boil appear, the 
sensor confers a defensive bonus to any of 
your units attacked by the native creatures. 
Finally, the sensor’s extended sighting radius 
can provide early warning of lurking boils. The 
last two sensor benefits apply when defending 
against rival human units as well. 

TRAVEL WELL-KNOWN PATHWAYS 

When moving through Xenofungus, try to 
travel along areas you’ve already entered. 
Mind Worm boils appear more often in less 
frequented areas. If possible, avoid 
Xenofungus altogether, as Mind Worm 
boils get bonuses when fighting and 
moving in fungus. 

INCREASE YOUR PLANET SOCIAL 
ENGINEERING RATING 

A positive Planet rating allows you to try 
capturing native units; the higher your rating, 
the more likely your chances of capture. The 
Gaians automatically begin the game with a 
positive Planet rating, and so can often build 
up a sizeable force of immature Mind Worms 
early In the game. When playing the Gaians, 
you may even want to hunt native units for 
capture. Note: With the latest upgrade to 
SMAC you can actually release Mind Worms 
into the wild near enemy bases or units, 
ercMtiiK) new opportunities to wreak havoc 
on your opponents... or even your allies! 

USE CUSTOM-BUILT AND HIGH MORALE UNITS 
FOR EXPLORATION 

When engaging in psi combat with native? units, 
only the respective morale of the units counts 
towards victory resolution; the offensive? and 
defensive amiament are meaningless. 
Therefore, only s(?nd out units for exploration 
that have high morale or that have special 
abilities which increase psi capabilities, such 
as Empath Song (f50% to psi attack) and 
Hypnotic Trance (4^50'y(. to psi defence). 


V 



attack energy production, your Formers can (with 

In psi combat, the attacker has an the appropriate technology) build solar 

advantage, so try to take the offensive where collectors and tidal harnesses around your 
possible, so long as you are not attacking bases, drill aquifers to create rivers, raise 

into fungus. Also, you can often recover nearby terrain, and sign treaties with other 

energy credits from wild Mind Worm husks factions to generate trade in energy 
when you attack. credits. When constructing new terraform 

enhancements, be sure you assign citizens 

IMPERATIVE: DISCOVER to work the newly-upgraded squares. 

The techs your scientists research determine Build facilities that increase your research: 
th(? type and quality of available units, base Several base facilities increase your rate of 

facilities, secret projects, and social research, including network nodes, research 

engineering choices. The wise leader acquires hospitals, biology labs, and quantum labs, 
a good mix Of technologies in each of the four Build Secret Projects that help you 
categories. You can increase your rate of tech discover new techs: 
acquisitions through several methods: Several Secret Projects increase your 

rate of research or give you techs outright, 
INCREASING ENERGY ANO LABS PRODUCTION such as the Universal Translator (two free 
Increase your energy production: techs), the Planetary Oatalinks (gives you 

Your labs research rate directly any tech discovered by three other factions), 

depends on the amount of energy your and the Theory of Everything (increases labs 

bases produce each turn. To increase by 100% in a base). 





-4 

*! . 

ASSIGN CITIZENS TO WORK AS SPECIALISTS 

Several kinds of specialists can increase your 
lab's production, including the Librarian, 
Thinker, Engineer, and Transcend. If you can 
afford the decrease in resource production, 
assign some citizens to these specialties in 
bases where labs production is already high. 

CHANGE YOUR ENERGY ALLOCATION 

You may change the amount of energy 
devoted to each of the three allocations 
(labs, psych, and reserves) from the social 
engineering screen. By increasing your labs 
allocation, you increase the amount of 
energy channelled into research. If you pump 
too much energy into labs, however, you may 
generate inefficiency that negates or 
reverses any research bonus. 

Improve your energy and labs through 
social engineering choices: 

Altering the values of your society can 
improve your energy and labs production, 
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^ Supply crawlers can ferry any resource 

(nutrients, minerals, or energy) from an 
unworked square back to its home base. 

crawlers out to find special 
mineral resource bonuses isolated from 
your bases and order them to convoy the 
resources home. Have a Former build 
^ mines on these square to maximise the 

^ mineral production. 

IMPERATIVE: CONQUER 

Of course, all the exploration, building and 
> discovering in the world is useless If you 

^ can’t mount an effective military campaign in 

an offensive or defensive posture. On one 
level, combat is quite simple in SMAC - just 
^ ^ - try to move your unit into a square containing 

■ - ^ an enemy. On a deeper level, the success or 

: ,W\ failure of your armed forces depends greatly 

on the planning and foresight that go into a 
campaign, your unit designs. Invasion tactics, 
REDUCE YOUR UNIT SUPPORT COMMITMENTS and strategies for base conquest. 

Depending on your society and faction 
choices, some of your units may use up 
minerals as the cost of supporting them 
each turn. Often, beginners churn out many 
useless military units that sap all the 
minerals from their bases, then wonder why 
they have nothing left to build new 
production orders. A unit with a mineral next 
to its icon on the base screen’s ‘Support’ 
section costs one mineral each turn. If a 
base has too many of these units, consider 
disbanding a few of them so minerals are 
freed up for new construction. Your support 
commitments may also be reduced by 
selecting the “Police State’’ or “Power” 
social engineering choices, assuming you 
possess the appropriate tech. Finally, the 
Living Refinery Secret Project also reduces 
your support commitments. 

Send out Supply Crawlers to utilise 
faraway mineral bonuses. 


resulting in quicker breakthroughs. 
However, these choices decrease your 
ratings In other areas, so avoid 
extensively unbalancing your society just 
to increase these two factors. 


To thrive, your empire must build an 
infrastructure to support expensive military 
units, advanced Secret Projects, and 
efficient energy production. Building this 
infrastructure primarily depends on one 
resource: minerals. You may Increase 
mineral production in a number of ways: 


DESIGNING SUCCESSFUL UNITS 

Design units for specific tasks: 

Building a unit that’s maxed out in all 
categories results in a prohibitively 
expensive design. Create offensive and 
defensive units for use in different 
environments. For the cost of one 8-5-2 
Armoured Chaos Rover, you could build two 
8-1-2 Chaos Speeders and one 1-5-1 
Photon Defensive, increasing your flexibility 
and number of attackers. 

Don’t be confined by preconceived 
notions when designing units: 

For example, players often think of 
defensive units as being slow and heavily 
armoured. These types of units certainly do 
the job, but why not put strong armour on a 
rover chassis? That way, you have a 
defensive unit which can quickly shuttle 
back and forth between trouble spots. You 


OTHER 


EXPLORE UNITY PODS 

The Unity pods scattered about the Planet 
often contain data from the ship’s databanks. 
Recovery of a pod containing this data 
results in a free technology breakthrough. 


CONSTRUCT TERRAFORM ENHANCEMENTS: 

Your Formers can construct a number of 
terrain enhancements that Increase mineral 
production. Including mines, mining 
platforms (in the ocean), and thermal 
boreholes. In rocky terrain, a mine needs a 
road for maximum mineral production. 
Remember that no square may produce 
more than two minerals until the discovery 
of Ecological Engineering, unless that 
square contains a special mineral bonus. 


LINK ALIEN ARTIFACTS TO NETWORK NODES 
Unity pods can also generate alien artifacts. 
You may link an artifact to a network node 
by moving the artifact Into a base 
containing a node. Linked artifacts 
generate a high-level technology for free. 
Note that you may only link one artifact to 
each node, and that linking an artifact may 
destroy the node. Bases In drone riots have 
a greater chance of losing a net node when 
linking to an alien artifact. 


BUILD BASE FACILITIES THAT GENERATE 
ADDITIONAL MINERALS 

Several base facilities improve mineral 
production, including robotic assembly plants, 
quantum converters and nanoreplicators. Keep 
in mind, however, that these facilities can cause 
significant ecological damage, so prepare for 
potential fungal blooms If your Planet rating Is 
low. The Bulk Matter Transmitter Secret Project 
also provides +2 minerals to each base. 


TRADE TECHNOLOGIES WITH OTHER FACTIONS 
Trading research with other factions Is one 
of the fastest ways to acquire new tech. 
You can expect better success when 
offering to trade techs with a friendly 
faction, so keep good diplomatic relations 
with advanced powers. Often, Pact 
Brothers or Sisters request that you direct 
your research towards a particular goal, so 
they can trade an equally valuable 
technology. Be careful, however, to note 
the level of techs they are offering to trade. 
Often your rivals attempt to rip you off by 
offering you a low-rated tech, asking for 
one of your choice breakthroughs in return. 
If they try to pull a fast one, either refuse 
their offer or propose to give a lower-rated 
tech as a more appropriate trade. 


BULLY RIVALS INTO GIVING UP TECHNOLOGIES 
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EXPLORE THE TERRAIN BEFORE BUILOING A CITY 
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also confers a defensive bonus, your units 
possess an advantage if they are discovered 
and attacked. Also, Mind Worms in fungus 
receive several additional bonuses, whether 
they are wild or player-controlled. They heal 
damage fully when resting in fungus, while 
other units usually must return to a base to 
completely repair. They can move and fight 
more effectively in fungus; Mind Worms only 
use 1\3 of a movement point when travelling 
in fungus, and gain a 50% combat bonus as 
well. The Xenoempathy Dome Secret Project 
allows all your units to move as natives 
through Xenofungus, while the Pholus 
Mutagen Secret Project confers native 
combat bonuses on all your units. 

VICTORIOUS BASE ATTACKS 

AHACKING A BASE 

Mounting a successful attack on a well- 
defended base requires foresight and 
planning. First, a wise leader includes a 
diverse mix of offensive and defensive units in 
an invasion force. Defensive units can protect 
against counter-attacks, and can convert to 
garrison duty once you conquer the target 
base. Fast rovers can scout ahead and sweep 
enemies out of open areas. Artillery can cut 
reinforcement routes by bombarding roads, 
reduce the strength of base defenders, and 
keep damaged units from repairing. 


then need keep only one garrison in each 
base, with defensive reserves centrally 
located. Similarly, look for oddball 
combinations that aren’t immediately 
apparent - how about marrying a probe 
team to an air chassis to bypass land 
defences? A Former package to a naval hull? 

KNOW YOUR OPPONENT'S CAPABILITIES 

If you have infiltrated an enemy^ datalinks with 
a probe team, you can see their total military 
capability at any given time (by viewing the 
Security Nexus report and clicking on your 
opponent’s Icon). In addition, you can also see 
what they are building in each base. Design 
your units accordingly; If Colonel Santiago 
chums out Rover Tanks, you should equip all 
your units with Comm Jammers, which confer 
a 50% bonus in combat against fast movers. If 
Miriam’s technologically backward zealots 
have not discovered Doctrine: Air Power, be 
sure to pound her bases with needlejets. 

PUN AN INVASION STRATEGY- 
KNOW THE TERRAIN 

Terrain can play a significant role in combat. 
Know your terrain and plan routes of attack 
to maximise each unit’s strength. Here’s a list 
of basic terrain modifiers: 

Artillery. +25% attack bonus per level of altitude 
Fast units In smooth or rolling terrain. 

+25% attack bonus. 

Any unit In rocky terrain. +50% defensive bonus. 
Any unit in xenofungus. +50% defensive 
bonus, unless it is being attacked by a native 
life form (either human-spawned or wild), in 
which case the unit gets no defensive bonus 
Any native life-form in xenofungus +50% 
combat bonus 

Infantry units attacking versus base +25% 
combat bonus 

AHACK EN MASSE 

If you decide to attack an enemy position, 
manoeuvre your units so you can use all 
available firepower. Don’t attack a well- 
defended base in ones or twos, allowing 
the enemy a chance to repair damage and 
bring up reinforcements. 

AVOID THE STACK 

Moving all your units in a stack concentrates 
your forces in a crowded, vulnerable state. If 
an enemy attacks a stack, the best unit is 
chosen to defend; if that unit loses the 
combat, then your other vehicles take 
collateral damage. Try to spread out your 
units so one lost combat does not damage 
your whole invasion force. 

USE THE FUNGUS 

On land or at sea, units in Xenofungus cannot 
normally be seen by an enemy. Plan your 
invasion routes accordingly. Since fungus 


RESEARCH NEW TECHNOLOGIES AND 


DESTROY SENSOR ARRAYS 
A faction’s sensor arrays provide defending 
units In a two-square radius with a 25% 
bonus, usually tipping the balance In an 
otherwise close combat. You must destroy 
nearby sensors if you expect to take a well- 
defended base. Air power often proves the 
most straightforward tool for this task - use 
your needlejets to scout the area around a 
target and take out the sensor with bombing 
runs. If your jets don’t succeed on the first 
try, postpone your main thrust until they do. 

SOFTEN UP THE TARGET 

Artillery, naval units, and air power can quickly 
return a ‘hard target’ to the Stone Age. These 
units can bombard terrain enhancements such 
as mines and famis, reducing the resource 
production of the target and starving out the 
populace. They can also destroy roads so your 
opponent cannot reinforce a threatened area. 


USE PROBE TEAMS LIBERALLY 

Probe teams can bring down perimeter 
defences and other base facilities, and stir 
up drone riots. Causing a drone riot right 
before an Invasion serves two purposes. 
First, units supported by a base in drone 
riots fight with a morale penalty. Second, a 
base with drone riots cannot produce new 
defenders, and must be resupplied from 
somewhere else. 

DOMINATE THE NEW WORLD 
These four imperatives - Explore, Discover, 
Build, and Conquer - represent the 
cornerstones of a successful strategy in 
Sid Meier’s Alpha Centauri. Thoughtful 
leaders utilise a mix of the four that 
changes each game In response to their 
situations. Master each imperative and 
you’ll be on your way to complete 
domination of Planet! 
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strategy Guide for Delta Force 




Selected Weapon : 





o 


gTTttniHvMH to Fort Bragg. You 
^ ^ K ri*r * * ^*5* have been selected 

because you were the best in your company, 
you were ‘The Man’ in the Green Berets or 

Be Patient Don’t shoot until you have a 
clean shot, otherwise you will give away your 
position. Wasting ammo and alerting the enemy 
too soon doesn’t help your situation at all. 

perhaps a highly decorated soldier in the 

Use Stealth: ALWAYS crouch or lie prone. 

82nd Airborne Division. You were somebody. 

Never stand there like a sitting duck and never 

That was kindergarten, though, children. 

stand In open areas. Use stealth (crawling) to 

cause you are going to have to really sweat 

find your target, or better yet, let them come 

to keep up. You’re in Delta Force now. What 

to you. If you are moving, hug the lower edges 

makes you think you’ve got what it takes? 

The first thing you have to do is 

of the hill, NOT the top. Last thing you want to 
do is stick out on the horizon. 

practice - that’s what life is like here year 

Stay Focused: Pay attention to your 

round. We set up CT (counter terrorism) 

objective. Trying to kill every sentry you see 

situations and you knock them down. You 

can get you killed, and you’ve got a specific 

demonstrate surgical precision with the 
skills that make you vital (being a perfect 

mission to do. I’d much rather see you 
complete the task in a quick and efficient 

soldier is not enough), you prove yourself 
again and again to your squad so that 
when the time comes for the real deal. 

manner than waste half the mission hunting 
down every last terrorist. 

Don’t Make Assumptions: Don’t assume 

mistakes will not be tolerated. 

that around every corner or over every hill 

Let me give you some pointers here 

there is an ‘easy kill’. Enemies, especially 

(you’ll thank me when you come home alive 

human players, will have more interesting 

with your mission accomplished). Oh, and 

tactics than running into your sights. It is 

by the way, don’t expect a hero’s welcome - 

usually a good idea to double tap an 

you’ll be working low profile. Glory is for 

opponent, whereby putting the extra bullet in 

pretty boy soldiers who hand out medical 

him when he’s going down ensures that he 

supplies to Third World countries. Most of 
the world won’t know about your 
successes, only the top brass and, of 

won’t have a nasty surprise for you when 
your back is turned. 

course, the terrorists. 

HINTS & TIPS 

Use Your Senses: You’re going to need to 

f-- - ‘ 

0 

use all of your senses here. The sounds of 


gunfire and walking can often give away the 
position of an enemy. Don’t rely solely on 

f 

i 

your scope (if available with your current 

1 

weapon), but spot your target first by 

1 

scanning the area with your naked eye; if 


you see movement or a splash of colour, 

TAirC miT CMCUV TAUtfC IlfITU TUIC BtAIITV 


Lead Your Shots: If your target is 
running, take into account that the bullet 
takes a while to reach its destination, and 
don’t forget about gravity either; bullets will 
start to drop at longer ranges. Many 
opponents will zigzag as they run to make 
them a harder target. Compensate for this or 
wait until they stop moving. 

Travel Light: You will move faster 
armed with a knife than you will with a 
SAW. If you need to catch up to an 
opponent, you can gain some ground by 
switching to the knife. 

Use Your Forward Cameras: Remember 
that you have access to the eyes of all of 
your team-mates. Use their Forward 
Observer Cameras to evaluate their situation. 
Helping a pinned down team-mate out of a 
bind will keep him alive, and later he may 
save your butt. 

Practice Without Tracers: Tracers make 
it real easy to locate an enemy that is 
shooting at you, but one of these days you 
are going to play a multiplayer game where 
the host has turned off the Tracers. 

Practice some single player missions with 
the Tracers option turned off so that when 
the host selects this option, you’ll be the 
guy with the advantage. 

Don’t Walk, Swim: If the map you are 
playing on has water, use it. Water has the 
advantage of stealth and protection, and 
it’s harder to see an enemy approaching 
from underwater. Weapons’ bullets also 
lose velocity when entering the water and 
therefore are not as lethal. Diving deeper 
may even protect you from explosives. 

CHOOSING YOUR WEAPONS 

One of the main things that makes Delta 
Force so effective is the ability to choose 





Soicctod Weapon 


the right tool for the job. Different scenarios 
require different thinking. Don’t get attached 
to one weapon, master them all. Here are 
some tactical advantages and 
disadvantages for each weapon: 

IVI2A9 SAW (SQUAD AUTOMATIC WEAPON) 

Range: 500m 

When you want to cause some serious 
damage to multiple enemies at close 
range, the SAW is the perfect weapon to 
tear through infantry. You don’t care about 
a scope or precision shooting with this 
devastating meat grinder, just point at 
anything in your way and fill the area with 
bullets. Be aware that the SAW is the 
heaviest weapon and it will slow you down. 

m 5.56MM CARBINE WITH AHACHED M203 
40MM GRENADE LAUNCHER 
Range: 500m 

An all-round good weapon to have. The 4x 
scope allows for some decent accuracy with 
ranged shots, and the burst mode can cut up 
close quarter’s opponents. With the added 
bonus of the M203 grenade launcher, this 
weapon is good for most situations. When in 
doubt, take the M4. 

BARREH LIGHT .50 CALIBER SNIPER RIFLE 

Range: 1500m 

Extremely lethal at long ranges, the Barrett 
is the perfect choice for those who like to 
find a hidden high spot and make camp 
(ooh, er missus!). 

REMINGTON 7.62MM M40A1 SNIPER RIFLE 

Range: 800m 

The preferred sniper weapon among 
marines, this rifle has no distinct advantages 
over the Barrett. 
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HECKLER & KOCH 9MM MP5 SUBMACHINE GUN 
WITH INTEGRAL SILENCER AND 30 ROUND CLIP 
Range: 100m 

Lightweight and silent, the MP5 is an 
excellent choice for slipping in behind the 
enemy and stealthily taking them out from 
the inside. Ideal for sneak attacks on enemy 
bases when you don’t want detection. 

CHOOSING SECONDARY 
WEAPONS: 

2 SATCHEL CHARGES WITH RADIO DETONATOR 


CHOOSING A SIDEARM: 

SPECIAL OPERATIONS .45 PISTOL 

Range: 50m 

The spec ops .45 has greater stopping 
power than the High Standard. Choose this 
handgun if you want to drop your enemies 
quickly and with a loud thud, but beware as it 
doesn’t have a long range. 

HIGH STANDARD .22 PISTOL 
Range: 50m 

Virtually silent, this high accuracy firearm is 



TRY TO PICK OFF THE ENEMY FROM A DISTANCE 

positions. There are one or more men in all 
the base’s buildings so avoid moving in front 
of windows and doorways. 

[Cl M3] (FLOOD) 

Scan around with binoculars occasionally. 
Try to pick off the enemy before they see 
you, especially as you cross the river. If you 
find a good spot in the hills over the 
airbase, you can take out most of the 
enemy with launched grenades or by 
sniping. Always take out the guards in the 
towers before turning your attention to 
anyone else and then moving in for the kill. 
Don’t go rushing in and get killed but stay 
on the air field’s perimeter and wait for the 
enemy to reveal themselves. 

[C1M4] (WEATHERMAN) 

Follow your waypoint until you reach the 
village, taking out any patrols you encounter 
along the way. Once you reach the village, 
stay away from doors and windows and 
instead fire grenades into buildings - this 


With the largest blast radius, the Satchel is the perfect complement to a loud primary should clear them of enemy presence. The 

the best choice for blowing up large radius weapon. Use it to stealthily eliminate drugs and weapons |:ache that needs to be 

areas and fortified targete. unsuspecting perimeter guards, but again, be blown up is on the northern-most edge of 

warned of its short range. the village and is guarded by one lone 

2 M18 CLAYMORES [MOTION SENSORS AND soldier. Kill him, use the satchel charges on 

REMOTE) boxes and head to your EP. 


This is an excellent weapon for setting traps. 


U.. ..g 

Unlike the satchel charge, claymores are 

nciTA Enpre 

[C1M5] (BAD HABIT) 

directional. Just renumber not to cross in 1 

rnMrnmmmun 1 Wllwk The first couple of guys you see can easily 

front of a claymore that you’ve set. 

CAmPAIGN 

be taken out silently with a knife. When you 
approach the bridge, it’s best to let loose at 
the two men on the far side of it before 
turning left and killing the two man patrol in 

2 LAWS (LIGHT ANTI-TANK WEAPON) 

Range: 400m 

HINTS 


Next to the knife kill, there Is perhaps no r Anne n a ud a in ai t ^ 

more satisfying a kill than the UW. Designed DELTA FORCE C AmPAluN 1 1 where you can take out the convoy. Once 
to take out vehicles, this weapon packs quite PERU here, crawl until it’s visible, then let rip at the 


a punch. With more explosive capability than 


trucks with the LAW. Once these are 


file grenade launcher and better range, it is Missions are listed In a potential order of play destroyed, use your machine gun to take out 


-I n 



USE THE HILLS TO CONCEAL YOUR APPROACH 

the men on the backs of the jeeps before 
heading to your ER On the way through, a 
load of enemies will try a frontal assault in 
the valley. Don’t stop but keep running, 
taking as many out as possible - your team¬ 
mates should help keep you covered. 

[Cl M2] (MASQUERADE) 

A tricky one this, but with our help it 
shouldn’t be too much of a challenge. Head 
to WP2, but try to avoid contact in the valley. 
Use binoculars to see which way the patrols 
are facing and cross behind them, but watch 
out for the men on top of the hill opposite. 

Kill these two with a knife before sneaking 
into the camp. Your GPS shows everyone in 
the camp, as well as their facing. You can 
move freely when their backs are turned. The 
codebook is in the webbed tent. 

[C1M6] (HEADHUNTER) 

As you approach the villa, watch for sentries 
on the ridge to the right. Use your GPS to 
spot anymore sentries in the surrounding 
area and kill them before assaulting the villa. 
When assaulting the villa, be sure to 
throw/launch grenades into the guard towers 
in case someone is hiding in them, and keep 
alert for the vehicles trying to escape from 
the front gates - they’re red herrings, but a 



LIE LOW AND SNIPE THE GUARDS IN THE TOWER 


no wonder this is one of the most preferred rather than numerically. 

choices in secondary weapons. Ideal for [Cl Ml ] (INSURRECTION) 

attacks on convoys or bunkers. Try not to shoot your team-mates in Alpha 

and Charlie squad. Attack the enemies on 

DOUBLE AMMO LOAD the hill to the right of the base first by 

If you are the type of player who puHs the sniping at the guard in the tower, then the 

trigger and doesn’t let go until everyone is guards on the ground, and then killing the 

dead, it might be a good idea to have extra man in the building. From this window you 

ammunition. There is nothing worse than can snipe at those in the tower in the valley 

running out of ammo for your primary weapon and then the buildings - your team-mates 

and having to rely on your handgun or knife. should manage to kill anyone in exposed 





KEEP AN EYE OUT FOR OTHER TEAM MEMBERS 






NIGHT GOGGLES HELP SPOT ENEMIES IN THE DARK 
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■ Alpha 2 IS down 


few grenades will take care of them. Be sure the point of interception. Patience is most 
to kill all the sentries you can from outside definitely a virtue in this mission because 
the villa before entering and finishing them alerting the guards in the base will see you 

off. The target Is standing on the balcony In run of ammo and, more likely, being killed, 

the front of the villa, so don’t shoot him! 



DESTROY THE CONVOY AFTER IT’S LEFT THE BASE THERE’S A COUPLE OF PATROLS NEAR THE VILLAGE 

[C2M5] (METAL HAMMER) with a good sniping position. After knocking 

At WP3 there will be a village behind you, out as many of the guards from that position 

and you should eliminate ail enemies there as you can, proceed to the sand bunker that 

before moving on to WP4. As you approach lies east of the base camp. Use this bunker 

the base, snipe at the enemies In the as cover while you knock out more of the 

surrounding bunkers and patrols, as well as guards. After that, it’s just a matter cleaning 

the buildings’ windows. Once you are happy, out the buildings of enemy guards with your 

move into the base and clear out the grenade launcher. 

barracks at the south end (use the GPS to 

see how many are in each one), before [C3M2] (SPECTRE) 

turning your attention to the compound on Directly to the west of CP Bravo there is a very 

the base’s northern perimeter. Snipe at the tall hill. The top of the hill overlooks the smaller 

guards outside and then chuck a few enemy camp and Is a great place to start 

grenades through the front door. A guard will sniping enemies that are within it. Kill as many 

be at the top of the two staircases inside. guys as you can from this position. There is a 

road that lies between CP Bravo and your 


DELTA FORCE CAMPAIGN 2: 
CHAD 

IC2M1] (EXODUS) 

Try to stay stealthy through this mission as 
you approach the camp, although there 
should only be two or three patrols. When 

[C2M4] (DUST TO DUST) 

Head straight to WP3, killing the patrol you’ll 
encounter. At WP3, a jeep patrol will 
approach from the SW, so take It out of 
action. Be careful crossing the valley as 
snipers will fire at you from the surrounding 
hills. Once you’ve reached the far side, head 
to the top of the hill, and from here snipe at 
the base, taking out all the sentries. Then 

[C2M6] (FULL STOP) 

Take out the perimeter guards in the towers 
and bunkers from long range using the 
sniper rifle, but watch out for patrols 
outside the base. By lying on the top of the 
ridge looking into the base, you can easily 
snipe at ail the towers and bunkers, as well 
as the guards inside. Be careful about 
guards running out of buildings, and once 

objective. Before crossing this road, be on the 
look out for enemy patrols along this road, as 
well as the hills that flank it. The laptop Is 
within the net tent within the main enemy 
camp (there’s only one net tent, so that should 
be easy to find). Watch out for shooters within 
the long tents. Grab It and head to your EP 

[C3M31 (BLACKJACK) 

you enter the village, head straight for the 
tent on the far side where the hostage 
should be (HE WON’T!). When it ail goes 

turn your attention to the antenna and 
satellite dish with the LAW (one hit for 
each). The simply head for your extraction 

ail have been killed (check your GPS), move 
in and rescue the hostage. There’s only one 
man in the building with him - don’t 

Your OBJ waypoint will only take you to the 
general vicinity of the bomb and will not take 
you directly to it. The bomb is actually located 

pear-shaped, head for the EP, but watch out 
for the extra enemies running to intercept 

point and safety. 

grenade a building unless you’re sure the 
hostage Isn’t inside. 

on the base of one of the ancient ruins 
located north west of the largest Indonesian 

from a secret barracks. Just remember not 
to hang around! (If the camp goes alert, 
then move quickly.) 

[C2M3I (SNAKE EYES) 

The first enemies will be a jeep 
approaching from the NE. Eliminate this 
and follow your WPs, but watch out for 

DELTA FORCE CAMPAIGN 3: 
INDONESIA 

village building near the riverbank at the . 
bottom of the hill. From your IP, there will be a 
two-man patrol behind you, so kill them. If 
you decide to take the village route to the 
bomb site, make sure to kill the guys in the 
towers and the village buildings from long 

[C2M21 (CARRION) 

Avoid alerting the enemy base to your 

nrP^PfiPP hv ^tipkinn tn thp QiirrAiinHinn hilic 

snipers in the hills. As you approach the 
base (following the WPs), a bunker should 

IC3M1I (JUMP START) 

Don’t be a stickler to your waypoints. From 

piCOCIIvC Uy OIILi/TViliy lU 11 Iv OUiiUUIIUMiy lllilo 

and keeping out of sight of the troops 

cippear on your rigni, so 6 iimin 3 ie ii. 
Attacking the base should involve lots of 

your IP, proceed west along the mountain 
ridge that lies south of the enemy camp. Find 

range before entering, then find a nice 
vantage point and kill the men attacking the 

accompanying the convoy. The convoy Is 

sniping from the surrounding hills. The 

a good position along this ridge that will 

village. Throwing a grenade into a nearby 

easier to destroy away from the base, so wait 

laptop is In the most south easterly corner 

shield you from enemy fire coming from the 

window Is a great way to kill guys hiding 

for the convoy to turn the corner before 

of the base. Watch out for men In the tents, 

left and right while still allowing you to keep 

within. Once the coast is clear, head to the 


crossing the road behind them and moving to as there will be at least three in each one. the base in sight. This should provide you bomb and run over It to diffuse it. 



I 

? 

I 


I 
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[C3M41 (SAFE PASSAGE) 

This mission is a no-holds-barred shootfest. 
The first wave of attackers will come from 
the west and will be bunched up. Anticipate 
where they’ll cross the crest of the hill and 
launch a few grenades from your M4 at that 
spot. You’ll be able to kill a lot of them this 
way without using a lot of ammo. More 
attackers will come from the west and north 
in small groups. Again, use the large damage 
radius of your grenades to kill many of the 
attackers at once, but watch your back as 
several men come from the east. Once the 
convoy is completely within the mountain 
pass, three enemy vehicles will come from 
the east to block your convoy’s path. These 
vehicles pose no direct threat to your convoy, 
but make sure to kill the guy in the bed of the 
pick-up. At about this point, more attackers 
will cross the crests of the western hills and 
attack your convoy. Use the vehicles in your 
convoy for cover while killing these new 
attackers. Let your blackhawk mop up some 
of the stray attackers. 

{C3M5] (JAVELIN) 

An easy one this, because Alpha and 
Charlie teams will attract most of the 
enemy’s attention. At the start of the 
mission, a big enemy base lies between 
you and your targets, which lie north east 


of this base. If you follow your WPs, they 
will take you safely around the base 
directly to your targets. If you alert the 
base then simply take out the guards in the 
towers and mop up all the patrols and 
sentries. Once you get within sight of the 
targets, use the LAW rockets to destroy 
them from long range. One hit each should 
be sufficient to destroy them. 

[C3M6) (SHUT DOWN) 

From your IP, there will be two two-man 
patrols to your north east and east. Kill 
them before proceeding south towards 
the base. Before you get within visual site 
of the base, you should be able to see 
two guard towers situated on hills. Take 
out the guys within. Directly north of the 
primary base there is a small 
encampment consisting of a few net 
tents. Clear out this area before 
proceeding south towards the primary 
base. There is a strip of slightly elevated 
terrain that lies between the northern 
encampment and the small base. Crawl 
up to this terrain and use it as a sniping 
spot. Kill as many guys as you can from 
this position. You are advised to take out 
the helicopter before it gets the chance 
to take off. After this it’s a matter of 
mopping up the guys hiding within tents. 


[C3M7] (LOCK DOWN) 

South of your IP is a very tall hill that 
overlooks the enemy base. Try to get up this 
hill without alerting the enemy to your 
presence. Once at the top, kill the guys 
patrolling the outside of the fence first. The 
terrorist leader will always be in the 
easternmost building, so shell the other 
buildings with grenades to your heart’s 
content, but do not shell the leader’s 
building or risk killing him (and failing the 
mission). From your sniping position, make 
sure to kill the guys In the hardened bunkers 
north west and south west of the base. 

Also, remember to yil the guys in the sand 
bunkers east of the base. Remember, since 
bullets will go through the metal fence, they 
will offer you no protection. After killing as 
many of the guards as possible from this 
position, run into the leader’s building. There 
shouldn’t be too much resistance left after 
your initial shelling. 

[C3M81 (GROUND ZERO) 

South of your IP there is a concrete bunker 
manned by two troops. Kill them and take 
the bunker. From this position, kill as many 
guys as you can near the riverbank to the 
north west. From here you should also be 
able to see another concrete bunker to the 
south west. Throw a few grenades into It 


before taking it. The doorway to this bunker 
overlooks the enemy’s main base. Stay 
within the bunker while shooting at the 
base enemies through this doorway. Once 
you kill as many guys as you can, proceed 
south towards the base. Watch out for a 
third bunker and a tower perched on a hill 
north east of the base. Once you get near 
the base, run towards the nearest net tent 
for cover. From here, snipe the guys 
remaining outside the buildings. At the 
southern end of the base, you should see 
two shacks next to three long tents. The 
CDC case is In the shack between the 
easternmost shack and the long tent. Grab 
It and run for your EP. 

DELTA FORCE CAMPAIGN 4: 
UZBEKISTAN 

IC4M11 (RAVEN) 

Attempt to approach the base without 
alerting the guards by using either your 
knife or the .22 pistol. Sooner or later, the 
guards will be alerted by either the player 
or the other friendly. Stay some distance 
away and snipe at any exposed enemies, 
but keep watching behind you as several 
patrols wlH circle around. Once the coast is 
reasonably clear, the player should switch 
to grenades while charging In. When taking 















defensive positions within the base, make 
sure to switch positions every ten seconds 
or less, due to patrols attempting to 
surround the player. 

[C4Kt2] (MANTICORE) 

Avoid letting the enemy see you early on, 
pick off as many as you can from outside the 
base, working your way around the 
perimeter and cleaning out any bunker you 
pass with a grenade. If the alarm is sounded 
before you reach the base, then watch out 
for any patrols nearby. When you come to 
destroying the SAM sites, bear in mind that 
you only need to destroy the van-type 
vehicle in the middle of the circle of 
launchers. Once this Is done, don’t hang 
around and hurry to the EP, but on the way 
you’ll probably encounter a couple of patrols 
hurrying back to base, so be alert! 

[ZkmZ] (JUGGERNAUT) 

A very tricky mission this one. As you move 
towards the ambush position, watch out for 
patrols and try to kill them as quickly as 
possible before moving on. If the alarm is 
sounded then you’re going to be In trouble, as 
things will definitely get hot! When you find 
the ambush position, patiently wait for the 
convoy and pick off any enemies who come 
near you. As the convoy approaches, blow up 


the lead vehicle and the others will stop 
behind It. You can now concentrate on the 
infantry around you before moving through 
the convoy and blowing the vehicles up. 

[C4IVI4] (BOOMERANG) 

The POWs are being kept in the stone-clad 
hut in the NE corner of the base. Approach 
with caution as you come up to the valley 
because a small base of soldiers is stationed 
here! Eliminate these, as well as the patrols 
that come In from either end of the valley, 
and move on to WP4. From here you can 
snipe at most of the enemies in the base 
before finding the POWs and keeping them 
safe until help arrives in the shape of a 
Blackhawk helicopter. 

[C4M5] (COPPERHEAD) 

Follow your WPs until number seven, killing 
the few patrols you’ll no doubt encounter. 
The Black Box you must collect is hidden 
by the plane. Once you’ve retrieved it you’ll 
notice that the EP is across an exposed 
valley with a camp in the middle! Simply 
stay by the plane and use your sniper sight 
to kill any enemies foolish enough to 
wander Into view. After a couple of minutes, 
make a break for It and run full pelt for the 
EP (don’t get bogged down fighting with the 
soldiers In the base!). 


[C4M6] (JUNKYARD) 

While moving through the first valley, use 
the .22 pistol to stealthily kill any patrols 
you encounter. If the patrols become 
aware of your presence, switch to the M4. 
Fight your way through any patrols you 
encounter on the way to the objective. 
Keep an eye out for guys with night vision 
goggles, since they will be able to see 
and shoot you better. Watch for guys 
coming out of the house along the way to 
the objective. Shoot out the searchlights 
to reduce the ability of the base guards to 
see and shoot you. Sneaking around 
behind the wall will give you the jump 
when going into the power compound. 
Watch for guys coming out of the building 
in the middle. Blow up the transformers 
with the satchel charges. 

[C4M7] (CDNDDR) 

Head towards WP4 whilst remaining 
undetected by the patrols in the area. If 
this fails though, kill them and hurry to this 
WP. Here you’ll see some huts which will 
be empty, but remain here because no 
doubt the chopper will already have taken 
off. Wait here for it and destroy it with 
grenades from a hut, then move Into the 
airbase and use the usual sniping tactic to 
take everyone out. 


[C4M81 (DIAMDNDBACK) 

This is a tough one, but easily do-able. 
Head along the top of the gully, killing 
any enemies you see, and reach WP6 
safely. From here eliminate any enemies 
who stumble into view (there’ll be quite 
a few!) and wait for the convoy. When 
It’s in range, hit the lead vehicle with 
your LAW and then mop up the other 
jeep and trucks. 

[C4M9} (WILDCAT) 

For this mission, you’re better off equipping 
yourself with an M4 and Grenade Launcher. 
As you approach the river, take out the 
bunkers and sentries on the other bank 
before moving across. When you reach the 
base, the usual tactic of finding a good 
sniping position and picking off anyone 
stupid enough to wander into your sights 
will apply until everyone’s dead. Keep 
checking your GPS to find enemy positions. 

[C4M101 (KDDIAK) 

Move forward cautiously and kill the 
snipers on the ridge. As the guards 
become aware of your presence they will 
attempt to flank you from the left and 
right. Keep moving and fight your way 
through the guards on the left. Use cover 
when possible. Run to the left side of the 
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ridge where the terrain isn’t as steep and 
move up the ridge, but stay away from 
the very top of the ridge because you are 
a big target when you do that. Move 
towards the commander’s tent and be 
careful of guards lying prone in the 
grass. Watch for any outer patrols 
moving in along the ridge. Before 
entering the tent, be ready to kill the 
commander quickly because he’s a good 
shot. After he’s dead, recover his 
briefcase to win the mission. 


[C5M2] (RAPID STRIKE) 

Once the player crests the ridge on the 
way to CP Alpha, the player can eliminate 
the guards in the bunker overlooking the 
base and then proceed to use the bunker 
for protection in his attack. Alpha and 
Charlie teams will move into the base 
itself and attempt to eliminate any 
additional opposition, so the player 
should be wary of his targets. Hit the 
helicopter on the landing pad with several 
grenades as soon as you see it. The 
extraction point is to the west of the 
base, and patrols will probably be 
redirecting to the player, so getting to the 
EP right away will be important. 


IC5M3) (CHAIN LIGHTNING) 

There are two distinct means of beating this 
mission. The first and more difficult is the 
direct approach. Simply charge along your 
way points, killing anything in your way. The 
second approach is to attempt to sneak 
into the base. For this method you are 
better off using the MP-5 and attempting to 
silently approach your objectives from the 
left of the hill at CP Bravo. If in either case 
the bases become alerted to your presence, 
your best chance at succeeding is dashing 
for your objectives and calling down arty 
before you become surrounded. 


escort them to safety but cover them well, 
both in front and behind. If one gets killed It 
doesn't matter, so long as one makes It out. 

IC5M8) (PANDORA'S BOX) 

The laptop is at WP3, upstairs of the two 
storey building. Don’t try to kill everyone 
because you simply won’t have enough 
ammo. This is a definite case of get in, get 
the package and get out as soon as possible. 
As you approach the EP, a small base will be 
discovered and passed through. You have to 
kill ALL enemies present before you can 
evacuate by climbing up onto the helipad. 

(C5M91 (STORM CHASER) 

The crates are located at WP4, but watch for 
bunkers on the way there, as well as the 
helicopter, which it’s best to destroy with 
grenades as soon as you see it. Use the 
usual tactics for clearing away resistance 
before blowing up the crates. These are 
located In the buildings in the NE and SW 
corners and show up as green squares on 
your GPS. The EP is hot, and all enemies 
must be killed before you can get out. 

IC5M10) (SNOW FOX) 

Be careful not to blow up the nuclear crates 
located in the big hanger in the south end of 
the base. Approach this base with caution 
because it’s literally crawling with enemies 
(try to pick them all off from a distance). The 
hanger containing the nukes is guarded by 
four men, ail hidden behind cover. Try to 
snipe at them through the front and back 
doors, which are both open. The mission 
ends when all enemies are killed. 
Congratulations! You've now successfully 
completed Delta Force and can proudly 
proclaim yourself as one of the elite. 


NOV 


. FORCE CAMPAIGN 5: 
YA ZEMLYA 


IC5M11 (BIRD OF PREYI 

When the player starts, he should make 
his way past the IP to CP Alpha and 
Bravo. There are several patrols here - 
be especially careful of the bunker and 
patrols to your right as you head 
towards the first WP. If the player can 
successfully neutralise these enemies 
silently before they can alert the bases, 
the mission will play significantly 
easier. When attacking the base, make 
sure not to kill Alpha and Charlie 
teams, since they will be In the base 
compound assisting the player by 
mopping up stragglers. 


(C5M4] (SCORPION) 

Destroying the choppers at the base is quite 
straightforward. Approach the base and 
attack from the north (right) side, using your 
LAW to blow up first the chopper on the pad, 
then the one in the hanger, and then get to 
your EP right away. Enemy units from across 
the gorge will Immediately take up positions 
and fire away at the player as soon as the 
alert is sounded, but by lying at the crest of a 
hill they should be picked off quite easily. 


(C5M5] (WHIRLWIND) 

At the start, all your team-mates will be 
killed, so you’ll have to go it alone. First 
tackle the smaller base to the right (east) and 
then attack the main base using the usual 
techniques of taking out the men on rooftops 
and windows before moving in for the kill. 


(C5M6] (SNOWBLINO) 

The objective is at WPS. Take out the men in 
the bunkers on the facing hilltops and any 
patrols in the valley before moving across it. 
Head for the tall communications, but watch 
out for the bunker complex on top of the hill 
- this can be destroyed when you grenade 
the satellite dish on top of it. Now run for the 
EP, but stay alert for the patrols that will 
invariably try to stop you. 


IC5M7) (FALLEN ANGELS) 

In this mission you must rescue the downed 
helicopter crew, which is more difficult than it 
seems. The alarm will be raised immediately 
by patrols on either side of the gully you travel 
down. Take this out quickly and efficiently. As 
you move towards the two downed airmen, 
watch out for bunkers hidden on either side 
of the gullies and take them out with 
grenades. When you rescue the two airmen. 
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The chilling story of how 
ono man was cast aside 
hy the very industry he 
created and his vow to 
fight hack! 


Shite EXCLUSIVE 


By VIV GROBAG 

The video games business has 
been a thriving industry for over 
two decades now, bringing 
pleasure to millions. But not for 
Norris Scrote, who claims to have 
invented the whole thing back in 
1964 while drinking heavily with 
friends in his home town of 
Osset, West Yorkshire. 

Norris, 58, said “Me and a few mates had gone 
to the pub for a few, and I must have had 11 or 12 
pints when 1 came up with the idea for computer 


games.” Realising he was sitting on a goldmine, 
Norris didn’t let on to any of his friends that night, 
and in the morning forgot all about it due to the 
severity of his hangover. 

Norris recalls the way he felt when video games 
first started to enter circulation. “It was a tremendous 
feeling” he says. “Having had the idea for video 
games some 15 years before, then completely 
forgetting about it, and all of a sudden to see the 
vision of that day realised. I was well chuffed.” But 
Norris’ troubles were just beginning. “1 rang around 
a few of the people doing games at the time to tell 
them I was the bloke who had the idea for computer 
games in the first place, but they completely blanked 
me.” Norris tells how not one of the literally several 
companies he contacted agreed to give him any 
money despite the fact he was the one who first came 
up with the idea for computer games. 

NoiTis, who still lives in the same council flat in 
Osset and survives on £52.80 a week dole, refuses to 
be down-hearted. “The games industry let me down 
badly, but I’ll bounce back. This time I’m going to do 
it right and get my ideas down in print.” Nonas is 
determined to beat the game industiy at its own game 
and claims to have come up with the idea for games 
that are just like being there for real. “You’ll probably 
have to have wires attached to your head”, he 
speculates, “and it’ll definitely be the next big thing!” 
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iiii See Page 17 
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ADULT CD-ROM’S 

THE VERY BEST ADULT CD’S IN THE UK 


3,000+ Quality, specially selected images (approx GOOmb) on each CD collected from 
“Restricted” Adult sites; the best the world has to offer! We are the ONLY supplier of these disks 
in the U.K. Save your telephone bill, site subscription costs, OOOmb of hard disk space and keep 
your adult files private from other family members. PC & Amiga viewers included. 


6 ‘INTERNET CD-ROM’s available PLUS 2 FREE CD gifts 


(Volumes 1, 2, 3, 4, 5 & 6 available) 

Buy 1 or 2 CD’s for £29.95 each 
Buy 3, 4 or 5 CD’s for £25 each (plus 1 free CD gift) 

Buy all 6 CD’s for £135 (plus 2 free CD gifts) 

Telephone/fax our 24hr order line 01726 851689 using VISA or MASTERCARD with name, address, card number 
& expiry date. Or fill in the coupon and send your cheque. Orders are sent first class in plain cover. 

To; IMAGE SETTERS P.O. BOX 44, BODMIN, CORNWALL, PL31 2YX 

Please send me the following CD-ROM’s Vols.Name. 

Address. 

Postcode.Signed. I confirm that 1 am over 18 


WANTED 

ALL COMPUTERS 
PERIPHERALS 
CONSOLES • CANES 


BUY • SELL • TRADE 


Bring (& official ID with address & signature) or send by post with SAE for cash to: 


COMPUTER & GAMES EXCHANGE 

65 Netting Hill Gate, London W11 3JS Open 7 days 10am - 8pm 
Hardware ® 0171 243 1863 Games ® 0171 221 1123 


Also at MVE, Manchester Arndale Centre (by High St entrance) 
Mon-Sat Sam - 6pm, Sunday 11am - 5pm ? oi61 839 0677 


VAST SELECTION OF PC GAMES ON SALE 



SECOND HAND PC GAMES 


R.P.G • SPORTS • FLIGHT SIMS • STRATEGY 


HALF LIFE.£21.50 

THEIF.£21.50 

POPULOUS: THE BEGINNING .£19.99 

MAGIC & MAYHEM.£21.50 

STARWARS: ROGUE SQUAORON.£21.50 

GANGSTERS.£19.99 

WAR OF THE WORLOS .£19.99 

WARGASM.£21.50 

FALCON 4.£21.50 

FIFA 99.£21.50 

BALOERSGATE.£21.50 

SETTLERS 3.£20.50 

CAESER 3.£20.50 

UNREAL.£17.50 

HERETIC 2 .£19.99 

TOMB RAIDER 3 ..£21.50 

F.A FOOTBALL MANAGER 99.£21.50 

DRIM FANDANGO.£21.50 

WW2 FLIGHT SIMULATOR.£21.50 

SPECIAL OPS .£19.99 

RAINBOW SIX.£19.99 

RESIDENT EVIL 2 .£21.50 

ALPHA CENTAURA .£21.50 

PRO BORDER.£21.50 

A BUGS LIFE .£21.50 




CALL NOW FOR A FULL LIST OF TITLES ON 01424 717400 

OR SBUD SJI.E TO: GAMES MAESTffi) • 187 QUffiU ROAD • HAS11i» • EAST SUSSEX • TN34 1RG 

• Frmi Post amt PmMw • 




Descent 1 & 2 


VIDEO GAMES^^ 
CHEATS & TIPS^ 


PC.JPLAYSTATIOfi & Ntf4 


• AnyHilukHlimliitW? eiMttlmvIlhMilirafnw? ^ 


Duke Nukem 1, 2 & 3D 
Duke Nukem 3D; Atomic 
Edition 

Dungeon Keeper 
Dynasty Wars 
Earthworm Jim 1 & 2 
Excolibur 2555 A.D. 

Extreme Assouit 
Extreme Pinball 
Fatal Racing 
FIfa 96, 97, 98, 99 
Final Doom 
Finol Fantasy VII 
Flight UnBmited 1 & 2 
Formula 1 

Formula 1 Grand Prix 

Forsaken 

Frogger 

Full Throttle 

F-22 Ughtningll 

6ex 

Goblins 

GPolke 

Grand Theft Auto 
Half Life 
Hercules 
Hexen 1 & 2 
Hi Octane 
Inihanapeiis 500 
interstate 76 
interstate 76 NHro Pock 
Jedi Knight 
Judge Dredd 
Jurassic Pork 
KBngon Honor Guard 
Lemmings 2 & 3D 
Mochine Hunter 
Madden NFL 97 & 98 
Mogic Corpet 1 & 2 
Mass Destruction 
MDK 

Mechcommander 
Men in Block 
Mkrosoft Flight Son 98 
Monopoly 

Monster truck Modness i & 2 

Mortoi Kombot 1, 2, 3 & 4 

Mortal Kombot Trilogy 

Moto Rocer 

Motorheod 

Noscor 2 

NBA Hangthne 

NBA Jam Extreme 

NBA Live 95, 96, 97 & 98 

Need For Speed 1, 2 & 3 


Abe's Oddysee interstate 76 Test Drive 1, 2, 4 & Off Rood 

Actuo Soccor interstate 76 NHro Pock The Hunt for Red October 

Age Of Empires Jedi Knight Theme Hosoitol 

Alien Trilogy Judge Dredd Theme Poric 

Andretti Racing Jurassic Pork Time Commando 

Area 51 Klingon Honor Guard TOCA Touring Cor Chomp 

Baldur's Gate Lemmings 2 & 3D Tomb Roider 1 & 2 

Batman Mochine Hunter Toy Story 

Batman Forever Madden NFL 97 & 98 Triple Pt^ 97, 98 & 99 

Battle Arena Toshinden Mogk Corpet 1 & 2 Turok 

Blom, Mochine Head Moss Destruction Uiiimte Soccor Monoger 1,2 & 98 

Biood MDK Unreal 

Bubble Bobble Mechcommander US Navy Fighters 1 & 97 

Bust u Move 2: Arcade Edition Men in Block V%8onte 

Coesor 1 & 2 Mkrosoft Flight Son 98 Virtuo Fighter 

Cannon Fodder Monopoly Virtual Springfield 

Cormoggedon 1 & 2 Monster truck Modness i & 2 VR Powerboot Rating 

Championship Manager 97/98 Mortoi Kombot 1, 2, 3 & 4 War Gods 

Championship Manager 2 Mortal Kombot Trilogy Worhommer: Dork Omen 

Gviilzation 1 & 2 Moto Rocer Wipeout 1 & 2097 

Colin McRae Rally Motorheod World Cop 98 

Command & Conquer Noscor 2 Worms 1 & 2 

Commond & Conquer: Counterstrike NBA Hangthne WWF Wrestiemoniu 

Command & Co^uer: Red Alert NBA Jam Extreme X FSes: The Gome 

Commandos: Behind Enemy Lines NBA Live 95, 96, 97 & 98 X-men: Children of the Atom 

Oeothtrop Dungeon Need For Speed 1, 2 & 3 

- TIMB SAVING FUNCTIONS FOR USB DURING YOUR CAU ———- 

PRESS O TO RESTART SERVICE PRESS 0 TO MOVE BACK ONE STEP 
A simple call and you've got: ttie ctieat 


NFL Quarterback Club 


NHL Breakaway 98 
Nightmore Creatures 
Nuclear Strike 
Outrun 

Pandemonium 1 & 2 
Pinboli Fantasies 
Pitfotl 
POD 

Poputous: The Beginning 
Premier Manager 1 & 3 
Pro Pinball 
Quake 1 & 2 
Railroad Tycoon 2 
Rainbow Islonds 
Roily Cross 
Roymon 
Resident Evil 2 
Rood Rash 
Screomer 1 & 2 
Screamer Roily 
Settlers 3 
SirnGty 2000 

Sonic and Nuckies Collection 

Sonic 3D Blast 

Star Wors: Rogue Sqodron 

Street Fighter Alpha 

Street Fighter 2 

Super Buosy 

Super Frog 

SWIV 3D 

Syndicate Wars 

Test Drive 1, 2, 4 & Off Rood 

The Hunt for Red October 

Theme Hospital 

Theme ParK 

Time Commando 

TOCA Touring Cor Chomp 

Tomb Roider 1 & 2 

Toy Story 

Triple Ploy 97, 98 & 99 
Turok 

Uiiimte Soccor Monoger 1,2 & 98 
Unreal 

US Navy Fighters 1 & 97 
V%8ante 
Virtue Fighter 
Virtual Springfield 
VR Powerboot Rating 
War Gods 

Worhommer: Dork Omen 
Wipeout 1 & 2097 
World Cup 98 
Worms 1 & 2 
WWF Wrestiemonia 
X Fdes: The Gome 
X-men: Children of the Atom 


CHEATS 


GAMES 


Calls tost 60p 0 mimrte of tmos, moximum coll time is 5 minutes, octuroty of tiw mfwmotion is not guwanleod and pieosa 
seek permission of ifie Ml payer before cdltng. HoHine, PO Box 50, PL25 SYO. CUSTOlifll COMMCHTIIKE; 01202 717476 

10 FAXCHEATS&TI 


If you answer Yes to any of the questions 

.L._ ..... ...J 1 .1 E«V rUCATC P TIDC ^ 

iiomiwiscafsioimD'suyieEiiiDMOfm yesi noi 

U(y 0 UU 0 MPiniGjliSUMlDEmiff(lfiie(li 1 S,lf[%IWt^^^ ye$H nob 

yesb nob 

WAIOHROUGHS ** S®* ^ ® 

ovailoble for all the top notioiiol rate cil. Follow our three simiile steps; 1 . Dwl the notioml 
issM I cihTcheats( rate nvRiber below 2 . listen for the prompt to press start on yoor 
fox machine 3 . Reike the handset, sit both and reinx. 

Gomes Moimcto. Qjj jjjjj | jf fjy J j|pj )|0y|| jy, j|Jy j J 


Matiionat call rata agplias 



































































illLLl 


[aritraft 





HiliMMRNNIMif 

k-fiiRi: httrtapiir , 

tiniiittirt 

^******9*^1 JIM 






■■ OteMMII 

iRd hidy Nwrii 

' ^ u. 


uatml 




im iltsxaite-* 



■all 



i| jhfiE 







I'U 


; f. 




BACK ISSUES 



COVER; ABE’S ODDYSEE 
PREVIEWS: DEATHTRAP DUNGEON 
NBA LIVE ‘98 

REVIEWS: TOMB RAIDER II 
TUROK: DINOSAUR HUNTER 
FI RACING SIMULATION 
NUCLEAR STRIKE • FROGGER 
ON THE CO; TOMB RAIDER II 
MEN IN BLACK •CLOSE COMBAT 2 



COVER: DEATHTRAP DUNGEON 
PREVIEWS; LIBERATION DAY 
PANZER 44 • BAHLEZONE 
REVIEWS: FIFA98•SUBCULTURE 
LONGBOW 2 •QUAKE II 
TEST DRIVE 4 •MADDEN ‘98 
ON THE CD; MHH • WARBREEDS 
ACTUA SOCCER 2 • DARK REIGN 
ADDICTION PINBALL 



COVER; FORSAKEN 
PREVIEWS; DUNE 2000 
OUTWARS • INCOMING 
REVIEWS: FORSAKEN • FALLOUT 
PLANE CRAZY • SEMPER FI 
REDLINE RACER • GOLF PRO 
ON THE CD; REDLINE RACER 
RISING LANDS • PLANE CRAZY 
DARK OMEN • FORSAKEN 



COVER: C&C: TIBERIAN SUN 
PREVIEWS; C&C; TIBERIAN SUN 
GRIM FANDANGO •TEAM APACHE 
REVIEWS; STARCRAFT 
MOTORHEAD • ARMOR COMMAND 
RED BARON II •STARSHIP TITANIC 
ON THE CO; MOTORHEAD 
KKND 2; KROSSFIRE • TOMB 
RAIDER: UNFINISHED BUSINESS 




COVER: WORLD CUP ‘98 
PREVIEWS: X-FILES • ALIEN EARTH 
STAR TREK; BIRTH OF THE FED. 
REVIEWS: INCOMING 
STAR WARS SUPREMACY 
MICRO MACHINES V3 • OUTWARS 
ON THE CO; INCOMING 
QUAKE II • SEMPER FI 
HEXPLORE • SPEC. OPS 



COVER; CONFLICT; FREESPACE 
PREVIEWS; FIELDS OF FIRE 
INTERNATIONAL CRICKET CAPTAIN 
SUPERBIKE WORLD CHAMP. 
REVIEWS; CONFLICT: FREESPACE 
MONSTER TRUCK MADNESS 2 
ON THE CD; CONFLICT: FREESPACE 
NIGHTMARE CREATURES 
TEAM APACHE • OUTWARS 




COVER; DRAKAN • MESSIAH 
PREVIEWS; ALPHA CENTAURI 
MESSIAH • URBAN ASSAULT 
MOTOCROSS MADNESS 
REVIEWS; FINAL FANTASY VII 
X-FILES • COMMANDOS 
MECHCOMMANDER 
ON THE CD; COMMANDOS 
X-COM: INTERCEPTOR 




COVER; TOMB RAIDER III 
PREVIEWS: TOMB RAIDER III • 
HEAVY GEAR II • HERETIC II 
REVIEWS; STAR TREK: KLINGON 
HONOR GUARD • CAESAR III 
ON THE CO; CAESAR III 
SUPERBIKE WORLD 
CHAMPIONSHIP • V2000 
PEOPLE’S GENERAL 




COVER: HERETIC II 
PREVIEWS; HALF-LIFE 
MICROSOFT COMBAT FLIGHT 
SIMULATOR • ABE’S EXODDUS 
REVIEWS; HERETIC II • 
CARMAGEDDONII • 

GRAND PRIX LEGENDS 
ON THE CDS; CARMAGEDDON II 
SENSIBLE SOCCER: E.C.E. 


1^ 

1 

. COVER: X-WING 
ALLIANCE 

oo 

w— 

Ix-Wlp ALUAIP 

PREVIEWS; 


UJ 


POWERSLIDE 

UJ 

23 


WARGASM 

S3 

CO 


REVIEWS: FIFA‘99 
•GRIM FANDANGO 

CO 

CO 

V * ^ 

•EUROPEAN AIR 

CO 



WAR •SIN 




COVER: 

GAMES ‘98 
PREVIEWS: 
MADTRAX 
REVIEWS; 
ROGUE 
SQUADRON 
ON THE CDs; 
HEAVY GEAR II 
TOMB RAIDER III 




COVER; ALPHA 
CENTAURI 
PREVIEWS; 
DELTA FORCE 
INTERSTATE 82 
REVIEWS; 
HALF-LIFE 
ON THE CDs; 
ASGHAN 
FIFA 99 




COVER: 

THEME PARK 2 
PREVIEWS; 
MECHWARRIOR 3 
LIVE WIRE 
REVIEWS; 
UPRISING 2 
SILVER 
ON THE CO: 
TOCA 2 • SILVER 


Prices/Copies Ordered: 

Please Indicate liow many copies of each Issue you would like 


Issue Nine; £4.85 
Issue Ten; £4.95 
Issue Eleven: £4.95 
Issue Twelve: £4.95 


□ Issue Fifteen: £4.95 

□ Issue Sixteen; £4.95 

□ Issue Seventeen: £4.95 

□ Issue Eighteen: £4.95 


□ 

□ 

□ 

□ 


Issue Nineteen: £4.95 □ 

Issue Twenty One: £4.95 □ 


Method of Payment 

□ Cheque imadt payabla to Rapida Pumishlng) 

□ Postal Order 

Plaasa charge m cradit card; □ Visa □ Access 


Total Price: £. 


Card No: 


Name 


Expiry Data: 


Address 


Data: 


Postcode 


Tel No 


SIgnatura:, 


SEND ALL BACK ISSUE REQUESTS TO: BACK ISSUES, ULTIMATE PC, 1 ROMAN COURT, 48 NEW NORTH ROAD, EXETER EX4 4EP. 


120 L-LT • Issue 22 


May ’99 






















































More gadgets and gizmos to help breath new life 
into your tired old PC - a great robot-building kit 
from Lego, the latest DVD technology, and two 
low-priced game controllers. Who says that 
games are the be all and end all of computers? 

SONY DVD-ROM KIT: 


SONV 




Sc3SSl 


PRICE: 


H ^ M DVD format is being touted by 
■ many as the way forward for 

CDs, allowing unprecedented amounts of 
information to be stored on them, meaning 
films and bigger games with more FMV 
sequences can be contained on one CD. 
Sony were one of the pioneers of this new 
format, and as a result are one of the 
market leaders in this new technology. 

Sony’s kit includes an internal ATARI 


\ drive that can fit in your computer and 
comes complete with a MPEG-2 decoder 
: card for playing movies, including Jumanji, 
that comes with this pack. Sony claim that 
the DVD transfer rate of up to 6750 
Kbytes/s is the fastest currently available, 
allowing smooth video playback. The 
ability to read all currently available CD 
formats is an added bonus, with a 32x max 
performance (faster than most CD drives 
around). The pack takes around ten 
minutes to set up and get running, even 
for those uninitiated in the ways of PC 
hardware, with an easy-to-follow guide. 

With the DVD format fast-becoming the 
more popular of the new home 
entertainment technologies, now is a great 
time to make your PC DVD compatible. 


VERDICT 

If you want to be ahead of the 
pack with the new 
technologies, this is definitely 
a must-have piece of kit 

RATING 



THIS DRIVE IS SURPRISINGLY EASY TO INSTALL THE INSIDE OF THIS REMARKABLE BIT OF KIT 


PC AVENGER 
PC RAIDER 


PRICE: 


new PC pads from games 
■ ■iCwC controller gurus Logic 3 are 
basically the same model but two different 


controls. For a decent enough pad that does 


varieties - a four-button digital version (the PC the job at a reasonable price, you can’t really 


Raider) and the slightly fancier six-button 


go wrong. Just don’t expect them to be as 


analogue and digital version (the PC Avenger), good as the top of the range controllers like 


Both work in the same way, except that for 
first-person games the PC Avenger is perhaps 
a little better for aiming with the analogue 


the Microsoft Sidewinder series. 



1 Functional without being too 1 
flash, these are a cheap hut 1 
definitely not nasty little 1 

1 pieces of kit. | 

■jTTTnrfB 

1 1 




TOYS FOR THE BOYS UPC 


LEGD MINDSTDRMS: 
RDDOTICSINVENTIDN 


PRICE: 


£160(RRP) 


. M some stage or another we ail 
^ ■ played with Lego sets when we 
were kids, or perhaps even now you’re 
still trying to build something that bears 
a vague resemblance to the design on 
the box! Here at UPC we’re all eagerly- 
awaiting the release of Lego’s new Star 
Wars collection. Darth Vader and Luke 
Skywalker both look fantastic and the 
X-Wing and Millenium Falcon have to be 
seen to be believed. But I digress. 

With technology developing at a 
mind-boggling rate these days, the Lego 
company is still keeping up with the 
times and producing Lego sets that can 
now be used with computer program. 

As well as hundreds of differently- 


shaped pieces of Lego, the Robotics 
Invention System (RIS) box comes 
complete with a rather clever device 
called the RCX Microcomputer. The aim 
of the RIS set is for you to build robots 
that you can program through your 
computer to perform certain tasks. As 
with ail Lego toys, the possibilities are 
infinite, and the CD software included 
shows you how to program them. Once 
you’ve built your robot, you can design 
your program on your PC and then 
transfer It to the RCX computer by using 
an infra-red transmitter. The set even 
includes six examples with the 
trademark Lego step-by-step 
instructions for easy assembly 
and programming. 

All in ail a superb boxed set that will 
help you get more out of your Lego, if 
you’re over 25, then pretend it’s for your 
son and buy It, but if you’re under 25, 
then pretend you’re a student. 



Definitely a fun and useful little 
set thatTI see you fighting with 
your younger brother or son over 
who’s turn it is to have a go . 


•••• 


NO MATTER HOW CLOSELY YOU FOLLOW THE WSTRUDnOf^, THERE ARE ALWAYS PARTS LEFT IN THE BOX] 
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Whereas Thick & Field confronted disappointment with a bewildered \ 
scratch of the head, one of the most intriguing feature^of Hypersports 
was the way in which your moustached athlete would vent his frustrations 
at a poor performance by rapidly extending his arm outwards and inwards 
x^with a clenched fist from groin level. Now I don’t know what this means in 
Japan or the US, but I think all of us here in the British Isles are pretty 
familiar with this gesture. What on earth were Konami thinking? 


lOonami 


UPC RETRO RESPECT 


Jon ‘Olympian’ Aroussi goes back to a time when 
only those with the strongest fingers survived.^ 


- 1, 
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is the early 80s. Leisure is ‘in’ 

LLl (especially if you’re one of the many 
with plenty of time on your hands thanks to 
mass redundancies), Olivia Newton-John wants 
you to ‘get physical’, while in Los Angeles 
(spiritual home of the new-found fitness 
fascism) Carl Lewis is mnning around tike a 
very fast thing at the Olympics, and even here 
in the UK - the nation that proudly gave the 
world the battered sausage - some loons with 
brains at the bases of their spines have taken to 
wobbling their flabby arses round the park in 
pastel-coloured legwarmers. Frightening times 
indeed. But if your idea of exercise extended 
no further than sitting in front of a monitor 
pressing buttons very, very quickly, help was at 
hand in the form of Konami’s Track & Field. 

Looking at It now, it’s hard to appreciate 
just how innovative Track & Field was back in 


1983. The market was still awash with the 
fallout from the original Space Invaders 
explosion, and It seemed that the 
prerequisite for a successful game basically 
boiled down to shooting-things-in-space. 


was assured as players strained to shave 
vital fractions of a second off their time, and 
the sheer inch-by-inch exactitude of the CPU 
ensured that the little man with the tape 
measure never lied. Well, nearly never. 


THE PLAYER''BUTTON-BASHED THEIR WAY THROUGH 
A PIXELATED ENDURANCE TEST OF MULTIPLE 
DISCIPLINES AND EVENTS” 


Track & Field dispensed with all that tired old 
cack and introduced gamers to the joys of 
real life, HUMAN activities. To a backdrop of 
detailed and impressive (for the time) 
graphics, the player button-bashed their way 
through a pixelated endurance test of 
multiple disciplines and events, their 
achievements logged and measured through 
a myriad of stats and tables. Replayability 


DASH, THAT’S TORN IT! 


And that was only the start of it. Within a 
year Konami had developed a sequel. 
Hypersports, that improved upon its 
predecessor in almost every way. Archery and 
skeet shooting brought in the need for heart- 
attack-inducing precision and pin-point 
accuracy, whilst the more varied selection of 
events shifted the focus away from the ^ 
rigorous, lactic-acid-forming button-pressing 
of the first game. Imitation came in the form 
of Daley Thompson’s Decathlon on the 
Spectrum, and I think It’s fair to say that the 
Track & Field phenomena paved the way for 
the entire sports sim genre that has endured 
to this day. 

As a side note, everyone has their own 
method as regards button-bashing technique; 

I personally favour the ‘languid slouch and 
light finger drumming’ approach (‘cos I’m a 


poseur), whilst Jon E. Boy, our illustrious 
editor, in keeping with his Stuart Pearce-like 
tenacity, favours the ‘smash that bugger till 
your fingers bleed’ attack. However, as a 
youth in Paignton arcades (stop me if you’ve 
heard this one before...) I was often witness 
to the ‘my fingers are like a cat scratching at 
a door’ method. Nothing wrong with that, 
except some practitioners felt the need to 
add a bit of extra ‘aqua glide’ effect by 
gobbing on the tips of their fingers before 
every event, thus making themselves very 
popular with the next player on the machine, 
who would then be presented with a fine pool 
of the previous tosser’s sputum. All together 
now... “Eeeuuurggh!” ■ 
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SOAPBOX UPC 


r 


He believes he can fly... Well, as long as it doesn’t 
get too technical. Is Miles ever happy? 


WHEN 


I you’re a boy, wanting to be 
I a fighter pilot is just 
something you do, like getting grass stains 
on the knees of your trousers. It’s a dream 
job right up there with cowboy, footballer 
and spaceman. Sadly, if every wannabe 
fighter pilot got his wings, you wouldn’t be 
able to see the sky for F-16s and 
Tornadoes desperately trying to avoid 
colliding with one another in all the 
congestion. At least we can indulge our 
childhood fantasies with the help of today’s 
sophisticated simulations, eh? Well, 
actually no, not really, on account of them 
being so freakin’ dull! I know there’s a 
minority of flight sim anoraks out there 
who actually give a sh*t about the flight 
model being accurate to the nth decimal 
point and meticulously recreated real world 
terrain. I like the sense of realism and 
freedom only a true simulation can give 
you, but at the end of the day I still want a 
game to play. There’s got to be some sort 
of goal besides simply getting to the end. 


Combat Flight Simulator is a prime 
example. A great engine, it looks 
wonderful, but the missions are totally 
linear and you never feel as if you’re part 
of a war. Whenever people talk about 
WW2, they always go on about the 
camaraderie, so the game ought to try 
and achieve a sense of that too. Ditto all 
the other games where you just move 
from one mission to the next with no 
sense of continuity or advancement. 

Microprose used to know what it was 
all about a few years ago, and Falcon 4.0 
does, admittedly, have a rather fine 
dynamic campaign system, but even 
they’ve lost the plot long 
since. Putting aside the ^ 

actual mechanics of flight, f f 

I offer Gunship 2000 as 
the perfect blueprint 
for structuring a m 

flight sim. f ^ 

The emphasis ■ 

was on an actual 


career. Successfully completing the 
training mission would earn you your 
wings, from where you could undertake 
randomly generated single missions. 
Medals and promotions would follow if 
you were successful, and when you 
reached the rank of Captain you’d have 
the option of taking on multiple-helicopter 
missions with a further four helicopters 
under your command. Then, when you felt 
up to it, you could enter a fully dynamic 
campaign game. The beauty of it was in 
the way it made you work for the extra 
features and at the same time worked 
them into the framework so your career 
progressed in tandem with the game. You 
were made to feel a part of It. 

So come on, flight sim manufacturers. If 
you want to shift volume and convert more 
mainstream games players, let’s see some 



decent career options. So much time is 
invested in development on elements that 
only a tiny minority of players will 
appreciate. Who cares if the topography of 
Nicaragua isn’t quite spot on? Surely a little 
time could be spent on the presentation 
aspect. A simulation it may be, but it’s still 
supposed to be a game, isn’t it? 
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Heavy Gear z 
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call. 0306 060 ZZ44 


ifiua Soccer 


call. 0306 360 ZZ45 


Toca Touring Car Z 


call. 0306 360 ZZ46 


Premier Manager SS 


call. 0306 060 ZZ47 


Rollercoaster Tycoon 


Call. 0306 360 ZZ48 


Lanner 


Call. 0306 360 ZZ43 


Fignter Snuadron 


Call. 0006 360 ZZ50 


Roiicage 


call. 0306 360 ZZ5-I 


Brian Lara Cricket 


0306 360 ZZ5Z 


Portanle TV 


0306 360 ZZ53 


Zelda 84 


Call. 0306 360 ZZ54 


Calls charged at El.00 per minute. Maximum cost of call £3.00. Ask permission from the person responsible for paying the phone bill. Competition closes 31st July 1999. After which time they may be replaced by a similar service on the same numbers 
Winners will be be picked randomly from correct entrants. For rules or winners names send an S.A.E to ILN services PO Box 107 Knutsford Cheshire WA16 6AG. Help ILine 0870 740 1002 (Help line calls charged at National Rate) 






























CD INFO 



UTILITIES 

More and more Windows 
95 games now require 
DirectX, which is why 
we’ve stuck a version on 
the CD for anyone who 
hasn’t already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the on 
screen instructions. There 
- couldn’t be easierl 

REQUIREMENTS 

The ULTIMATE CD is 
optimised for machines 
with the following 
specifications: P75, 
Windows 95, 16-bit 
display, 16 MB RAM, 
sound card. 

CD HELPLINE 

The ULTIMATE CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, should 
you have any problems of 
any kind you can ring our 
special ULTIMATE PC 
helpline between the hours 
of 3pm and 6pm. 

The number to ring is: 
01392 498965 

DISCLAIMER 

Whilst every care is taken 
with the testing, 
production and installation 
of ULTIMATE CD, Rapide 
Publishing cannot accept 
any responsibility for loss or 
damage occurring during its 
use. We strongly advise that 
you have back-up copies of 
all your important files and 
applications before 
installing any new software. 



UEFA CHAMPIONS LEAGUE 
SEASON 1998-1999 


PUBLISHER: EIDOS RELEASE: APRIL CONTROLS: KEYS, PAD 


1hennv4D0ihan 

I ' 

tftis saasonMMEift 
ChanupjprrAiTiioiiR^Miiinh iinnn 
thaipaie eng^ fraiSSttdM 
Smmt 9^ 

this demo features one haM a 
match betweeivM^ieste 
United and InterMilan, fiBniMing 
you to \skt controHjf one of the 
teams. WhHe the controls may be 


[, a little controls are 

persevefance wteee you “as follows (jt.^ 

understanding wi^lhis is_an _ a controll^ffr 
eagerly anticipated f o ntiin l l rio ine . pTdgged, the 
featur^gatt the teams^ipia^Bis^^ ' ^' deitio may 
and stadia from tMs season’s 
UEFA Champions-Le^ue. If 
Manehester United don't mana g e 
to win the competition this 
season, at least you can make . 
sure they do4n tfns game. The 


only be non- 
playable, so un^ug | 
hcfariii loading): 


Qi^boob 


V RALLY 


WCW 

NITRO 


PUBLISHER: INF06RAMES 
RELEASE: MAY 
CONTROLS: KEYS 


Q fast and furious racing 
game, this is more 
arcade racing than a simulation, 
but that doesn’t necessarily 
detract from the fun. While in 
the full game there are loads of 
different tracks from ail round 
the world to race on, from 


England to Indonesia to Spain 
to Sweden, often against three 




other cars, this demo is more 
of a gentle introduction to the 
game. You can do a single 
player time trial around the first 
track in the game (Corsica), 
where you can race either on 
your own or against a ghost car 
that acts out your fastest time 
yet. Although the steering 
seems a little too sensitive at 
first, after a couple of laps 
you’ll be driving like a pro. The 
controls are as follows: 


A: Accelerate 
Z: Brake 
C:Left 
V: Right 

LEFT SHIFT: Hand Brake 
Q: Back Track 
G: Gear Up 
B: Gear Down 
S: Camera 
X: Rear View 
RETURN: Select 


PUBLISHER: THQ 
RELEASE: TBA 
CONTROLS: KEYS 


THIS 


I is a demo of a new 
I wrestling game based 
around the WCW championship 
featuring such characters as Hulk 
Hogan. It’s been a big hit on the N64, 
and this demo features a one-player 
exhibition match. The controls are 
quite simple, using the cursor keys 
for directions and [S], [A], [D] and [F] 
as your attack buttons, although they 
can be configured to your discretion. 
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ROLLER COASTER 

TYCOON 

top God sim has you 
controlling a theme 
park and designing your own rides 
in an effort to make it a success. 

This demo features a rolling controls and fifteen minutes of 

demo/tutorial that’ll show you the playtime in setting up your park. 


THIS 


PUBLISHER: HASBRO INTERACTIVE 
RELEASE: OUT NOW 
CONTROLS: MOUSE, KEYS 




ALIENS VERSUS PREDATOR: 

ALIEN D 


PUBLISHER: FOX INTERACTIVE 
RELEASE: OUT NOW 
CONTROLS: MOUSE, KEYS 


WE’VE 


I already 
I featured the 
Marine and Predator demos 
for this excellent first-person 
game, and now we’ve finally 
got the Alien version. This 


demo features the first level 
of the Alien campaign, where 
you must kill all intruders 
and seal off the temple. The 
controls can be configured in 
the demo’s menu. 

N.B: To crawl up walls, 


hold down 
the 
crawl 
button 


LINKS LS 99 


PUBLISHER: EIDOS 
RELEASE: OUT NOW 
CONTROLS: MOUSE 


AN 


average golf sim, 
this features 


photo-realistic graphics and 
some of the world’s most 


beautiful courses. However, 
this demo sees you playing 
nine holes of Entrada at 
Snow Canyon in America. 
Use the mouse to determine 
the direction of the shot and 
activate the power bar at the 
bottom of the screen. 




PUBLISHER: ACCLAIM 
RELEASE: APRIL 
CONTROLS: MOUSE 


■f'Yn ^ ^wist 

■ ■ » in that machines, not 
humans, are involved. This demo 
features three training missions, 
one skirmish against the 
computer and one multiplayer 
level. The controls are the basic 
menu-driven commands 
activated by mouse clicks. 



HALF-LIFE UPLINK 


PUBLISHER: SIERRA 
RELEASE: N/A 
CONTROLS: MOUSE, KEYS 


you haven’t heard of this 
game yet, you must be 
living on the moon. Arguably the 
best first-person game - if not 
simply the best game EVER! - this 
is a full-on battle for survival 
against aliens of all shapes and 


sizes, as well as more normal 
human Special Ops soldiers who 
show a frightening degree of 
intelligence. This demo is a self- 
contained single player level that 
was previously only available on 
the Internet, where you must battle 
against both aliens and human 
soldiers as you try to reach a 
satellite dish. If you haven’t played 
this game before then you’ll get a 


very good idea of what to expect 
with this demo, but if you have this 
will be a nice little extra for you. 


I 241 


The controls are of your standard 
Quake-style variety and can be 
adjusted in the demo’s menus. 





TANK 

RACER 


PUBLISHER: GROLIER INTERACTIVE 
RELEASE: OUT NOW 
CONTROLS: KEYS 


THIS 


I exciting racer 
I features tanks 
racing through city streets and 
peaceful countryside, laying 
waste to their surroundings. 
This demo features a race on 
one track, in a country village in 
the Metacat Radius SR1. The 
controls are: 

Cursor Keys (Up/Down/Left/Right): 
Accelerate/Brake/Left/Right 
Space: Fire/Use Power-ups 
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THIS 


I demo of a flight 
I sim similar to 
Flight Unlimited and Microsoft 
Flight Sim sees you at the 
controls of a 172R plane on 
the runway at Los Angeles 
LAX airport, where you can 
take off and land again. When 
the demo starts, press [F3] to 
bring up the pre-flight 
checklist and controls. 


PUBLISHER: SIERRA 
RELEASE: MAY 
CONTROLS: KEYS. STICK 


PUBLISHER: PSYGNOSIS 
RELEASE: OUT NOW 


PRO purr 91 


LANDER 

Controls: 

Mouse Movement: Pitches/Yaws 
Left Mouse Button: Thrust 
C/V: Rotate Left/Right 

X: Fire Weapon A/Z: Move Camera Up/Down 

Space: Tractor Beam (Hold Down) W: Right Your Lander 


PUBLISHER: PSYGNOSIS 
RELEASE: OUT NOW 
CONTROLS: MOUSE, KEYS 


THIS 


I demo of the Thrust- 
I inspired 3D game 
features one area with three 
containers that have to be picked 
up using your tractor beam and 
deposited in the cargo bins. 


ROLL 

CAGE 


WORMS 
ARMAGED 



PUBLISHER: HASBRO INTERACTIVE 
RELEASE: OUT NOW 
CONTROLS: MOUSE, KEYS 



OUR 


I demo of the latest 
I in the classic 
Worms series of games 
features two training modes 
from the seven in the game and 
three missions from the game’s 
33. Up to four players can 
compete against one another, 
and for the instructions you 
should refer to the manual that 
appears on your Programs 
Menu in Windows. 


Softworks’ new 3D role-playing 
adventure is still in 
development, but this early 
demo shows you what to 
expect. It features the beginning 
of the game, where you can 
explore the port and talk to 
characters and find out what’s 




REDGUARD 


PUBLISHER: BETHSOn 
RELEASE: OUT NOW 
CONTROLS: KEYS, PAOS 


BETHESDA 


going on. BEWARE: This demo 
is 3DFX only! The controls are: 
Cursor Keys/Direction Buttons 
On Pad: Move 
Control: Action Button 


CONTROLS: KEYS, JOYSTICK 


OUR 


demo of this top 
futuristic racer 
(kind of like Wipeout but with 
wheels) features one track 
(The Daytona) on the Harpoon 
world over three laps. The 
controls are as follows: 
Cursor Left/Right: Turn 
Left/Right 
Cursor Up/Down: 
Accelerate/Reverse 
Space: Brake 
A: Face Forward 
1/2: Fire One/Two 
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UPC TAKE A BREAK 





wen, Oie summer is almost upon us, and we’re sure even the hardest of die¬ 
hard PC gamers must he tempted to get away from the hypnotic spell of their 
PCs and out into the freshness of the outdoors, even if only to go back indccrs 
again. Music faus are certainly In for a treat as die festival season begins... 


P BEASTIE BOYS 
I* ON TOUR 


THE 


I Beastie Boys are on tour in 
I the UK this month, playing a 
series of concerts as part of their 
world tour. Their last album, Hello 
Nasty, was a big hit on these shores in 
1998, and they always put on a great 
show. Although tickets went on sale a 
while ago now, you might still be able 
to pick some up if you’re quick about 
it. They’ll be playing the Glasgow SECC 
on May 3rd, Manchester Evening News 
Arena on May 4th, on May 5th they’ll be 
appearing at the Birmingham NEC, and 
the tour will conclude on the 7th at 
Wembley Arena. Tickets are £17.50. See 
your local press for more details. ■ 




(giilUVMijihlii'i 


THE 


I ex-Saturday Night Live comic 
I Adam Sandler, the star of Happy 
Gilmore and The Wedding Singer, has a new 
film out this month where he stars alongside 
Kathy Bates and the great Henry Winkler 
(who you may remember as Fonzie In Happy 



Days) in the story of a young lad who works 
on the sidelines of an American college 
football team until a strange twist of fate 
sees him achieving success on the field. It’s 
a riotous comedy with a vintage Sandler 
performance and humour that’ll appeal to 
cinemagoers of all ages. It’s released on 
April 30th, so see your local press for 
screenings at a cinema near you. ■ 



PLONDON 
m MARATHON 







HORROR 


films are all the rage 
at the moment, ever 
since the post-modern, ironic Scream 
became a massive world-wide hit. This 
new British horror movie is a hark back 
to the golden days of Hammer horror 
films starring Christopher Lee and 
Vincent Price, and is a remake of the 
classic 1932 movie of the same name. 

: stars Brandon Fraser, Rachel 
Weiscz and John Hannah as 
treasure hunters in the Sahara in 
1925, and is one of the first films 
to feature a completely 
computer-generated character 
in the eponymous Mummy. A 
truly horrifying film with some 
great performances, it’s released 
nationwide on the 14th May. ■ 


i^ryi Sunday April 18th, the Flora- 
LZJ.U sponsored London Marathon takes 
place on the streets of central London. An 
expected 30,000 entrants will take part, from 
professional international and Olympic 
athletes to amateurs and those simply 
taking part to earn money for charities and 
good causes. Obviously it’s a bit late to enter 
now, but the live events and concerts that 
accompany this event on the roadsides will 
provide a great day out regardless. If you’re 
in the area on this weekend, then why not 
pop along and give your support to the 
runners. Who knows, you might even be 
motivated into entering next year’s race! ■ 



|£) CHEMICAL BROIHERS 
ii SPECIAL DATES 



rp-i what is proving a great month for 
LLkJ seeing the biggest dance acts live, the 
Chemical Brothers are also on tour in May to 
promote their forthcoming and eagerly 
anticipated new album, called Sumender and 
due for release in June. The three select dates 
include Sheffield Octagon on May 10 (for tickets 
call 01142 22877, £13 in advance), Manchester 
Ritz (11th May, call 0161 8321111, tickets are 
£14.75 including booking fee) and finally on the 
12th May, they’ll be appearing at Brighton Event 
(call 01273 709709, tickets cost £14). ■ 
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NEXT MONTH ||PC 


NEXT MONTH... 



STAR TREK; RIRTH OF THE FEDE 
HEAVY GEAR 
CIV II; CALL TO POWER 


REVIEWED 


DEmos 



STAR TREK; BIRTH OF THE FEDIRATI 

THE CREE 

THRUST, TWIST & TUB 


t 


They live in the wild, hunt in packs and 
can kill a man in a blink of an eye. They 
are the Commandos, and they’re back! 

we close the 22nd issue of UPC, just one question remains to be 
asked: how can we match this month’s red hot Star Wars exclusive 
next month? Following such a sensational scoop is going to be a tail order, 
but we think we’ve got just the game. Next month we’ll be going World War II 
crazy, as we don our best camouflage gear and invade the Spanish mainland 
to bring you a first look at one of the most eageriy-awaited titles of the year - 
Commandos 2. Developed by Spanish studio Pyro, the original Commandos 
title was one of 1998’s biggest hits, and next issue we’ll be finding out if the 
company is on the right track towards repeating the original’s success. 

The World War II theme is set to continue with a full review of Take 2’s 
extremely promising Hidden & Dangemus. Other.reviews lined up for the 
issue include Star Trek: Birth of the Federation, Thrust, Twist & Turn and 
Heavy Gear II. The hotly-tipped VIVA Football is also due to go before the 
UPC reviews panel, and we’ll be finding out if it has the beating of FIFA ’99. ■ 





% 


ULTIMATE 

PC 


DON’T MISS OUT ON THE EXCLUSIVE THEY ALL WANTED! 
SEARCH OUT ULTUHATE PC FROM THE 8TH APRIL 


ME 23 EXPLODES OFF THE $HEUE$ ON IIH MM 

PON’T IWMSSTjailTi 



We list all the major games due out over the next twelve months and give you the official release 
dates and our own very predictions on when we’ll really see them hitting the shop shelves! 


NAME 

GENRE 

PUBLISHER 

OFFICIAL 

UPC 

NAME 

GENRE 

PUBLISHER 

OFFICIAL 

UPC 

Age of Empires II 

Strategy 

Microsoft 

July 

September 

Heavy Gear 2 

Action 

Activision 

April 

June 

Anachronox 

Action 

Eidos 

May 

July 

Hidden & Dangerous 

Strategy/Action 

Take 2 

May 

June 

Battlezone 2 

Strategy/Action 

Activision 

December 

December 

Hired Guns 

Action 

Psygnosis 

September 

September 

Black & White 

Strategy 

Electronic Arts 

September 

September 

Homewotid 

Strategy 

Havas 

June 

June 

Blade 

Action 

Gremlin 

September 

September 

ICC 2 

Sport 

Empire 

June 

June 

Braveheart 

Strategy 

Eidos 

May 

May 

The Infernal Machine 

Action/Adven 

Activision 

September 

September 

C&C: Tiberian Sun 

Strategy 

Electronic Arts 

July 

August 

Interstate ’82 

Racing 

Activision 

August 

August 

Civilization III 

Strategy 

Hasbro 

December 

2000 

Kingpin 

Action 

Interplay 

May 

May 

Clan Wars 

Strategy 

Gremlin 

August 

August 

Knockout Kings 

Sport 

Electronic Arts 

September 

September 

Commandos 2 

Strategy 

Eidos 

November 

November 

Magic & Mayhem 11 

Strategy 

Virgin 

September 

December 

Constructor 2 

Strategy 

TBC 

TBC 

September 

Mechwarrior III 

Action 

Hasbro 

May 

May 

Croc 2 

Platform 

Fox Interactive 

September 

September 

Outcast 

Action 

Infogrames 

June 

June 

Daikatana 

Action 

Eidos 

May Anyone’s Guess 1 

Planet of the Apes 

TBC 

Fox Interactive 

December 

2000 

Diablo II 

Strategy 

Havas 

November 

November 

Prince of Persia 3D 

Action 

TLC 

September 

September 

Die Hard TViiogy 2 

Action 

Fox Interactive 

November 

November 

Prince Naseem 

Sport 

Codemasters 

June 

June 

Discworld Noir 

Adventure 

GT Interactive 

June 

June 

Quake III: Arena 

Action 

Activision 

July 

July 

Drakan 

Action 

Psygnosis 

June 

August 

Requiem 

Action 

Ubisoft 

June 

June 

Driver 

Racing 

GT Interactive 

September 

September 

Seven Kingdoms 11 

Strategy 

Interactive Magic 

September 

September 

Duke Nukem Forever 

Action 

GT Interactive 

November 

December 

Shadow Company 

Action/Strategy 

Interactive Magic 

May 

May 

Dungeon Keeper II 

Strategy 

Electronic Arts 

July 

September 

Sl^ Birth the Fed 

Strategy 

Hasbro 

May 

May 

F1GPIII 

Facing 

Hasbro 

TBC 

2000 

SW: Force Com 

Strategy 

Activision 

August 

August 

Galleon 

Action/Adven. 

Interplay 

December 

December 

SU27 Flanker 2.0 

Simulation 

TLC 

May 

May 

Giants 

Strategy 

Interplay 

June 

August 

Theme Park 2 

Strategy 

Electronic Arts 

November 

November 

Grand Theft Auto 2 

Ftacing 

Take 2 

October 

October 

Total Annihilation 2 

Strategy 

GT interactive 

2000 

2000 
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THE SAME 
OLD STORY 

Command & Conquer may have been a classic 
title, but it’s also responsible tor the dozens of sub¬ 
standard clones which we have had to endure... 


COMMAND 


I & Conquer has a 
I lot to answer for. 
So too has Wolfenstein, Mario and a 
handful of other genre-defining titles. 
There’s no doubt that these seminal titles 
have helped shape the video games 
industry, but it can also be argued that 
they have stifled and suppressed it. They 
may well be timeless classics which will 
go down in video gaming annals as 
revolutionary titles, but each has been 
responsible for hundreds of clones that 
have lacked originality, creativity, 
innovation and invention. As much as 
these games have helped craft their 
respective genres, they have also been 
responsible for holding them back through 
the release of a plethora of inexcusably 
crap games which have disgracefully been 
released on to the shop shelves. 

PROFIT AND LOSS 

Look at the titles in this very issue - 
we’ve got flight sims, real-time strategy 
games, first-person action titles and 
racing simulations. Then we have some 
more flight sims, more real-time strategy 
games, first-person action titles and 
racing simulations. Oh, and one arcade 
football game! But it’s not the fact that 
there’s a distinct lack of variety in the 
games that we are seeing that is the 
problem, more the fact that very few of 
these games have anything new or 
original to offer. 



"WITH PROFIT MAR6INS DECREASING IN A 
SATURATED MARKET, IT’S UNIT NATURAL THAT 
SOFTWARE PUeUSHERS WANT TO PUT SAFE" 


With profit margins decreasing in a 
saturated market, it’s only natural that 
software publishers want to play safe and 
put out titles that they know are going to 
achieve reasonable sales. But surely this 
just places the onus on the developers to 
come up with some new features that stand 
it apart from the crowd? Unfortunately, 
some developers are apparently quite happy 
to produce games which are completely 
devoid of innovative features. Titles like 


Warzone 2100 should be an example to 
them all. There’s no denying that the game 
owes a lot to Westwood’s Command & 
Conquer, but Pumpkin have added an 
abundance of new features and come up 
with a wealth of original ideas that advance 
the genre. They’ve not been content to sit 
back and pick at the good bits from other 
games, they’ve looked to push the 
boundaries of the real-time genre and have 
succeeded in taking it one step further than 


anything we’ve seen before. Most 
developers surely aspire to achieve the 
same results with their games, but there are 
those who seem content to produce 
blatantly crap games. What’s worse is the 
fact that there are publishers out there 
willing to put them on the shelves in the 
hope that some poor bastard buys it. And 
we’ve all done it! We’ve all fallen for a clever 
piece of marketing on the side of a box, only 
to find out, once the game is installed, that 
it’s utter rubbish. It’s time software 
publishers did us all a favour and stopped 
putting these games on to the shelves. With 
an average game now taking in the region 
of six months to develop, there’s just no 
excuse for a publisher not to realise when 
they have a turkey on their hands. ■ 


Shut Down I 


NAME OF THE GAME! 


Opposite you win see a couple ol 

screenshots from a game thrt we 
have reviewed over the last few 
months. If you think you knovv the 
name of the game, simply ^ 
down on a postcard «•"«* ^J**'*; 
‘Name the Game’, ULTIMATE PC, 1 
Roman Court, 48 Mew North Road, 
Exeter, Devon, EX4 4EP. We’ve got 
fWe copies of the game to give 
away to the first five correct 
entries drawn. Please have your 
entries in by Uie 30th May. 


So, you think you know your games? Well, take a look at the screenshots 
helow and tell us which game they come from... 



CmJLO IT B€ RA&RQAS TYCOmi U. on 


..DR EVEN THEME PARK? IT’S YOUR CAU! 
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ADD £25 
FOR 
ON-SITE 
WARRANTY 


UK VAT AND DEUVERYINCUIDEDI 

THIS IS JUST PART OF OUR HUGE RANGE. SEE THE (LUB MAGAZINE, OR VISIT OUR SHOPS OR OUR WEB SITE, TO SEE JUST HOW MU(H WE HAVE TO OFFER 


Deduct £2 extra discount off the price of 
any game if you buy another game or 
any accessory or peripheral at the same 
time. Claim your extra discount when 
you order by post, FAX or phone 
01279 321 321, quoting 

PC GAMES ACTION 


CD ROM SOFTWARE 


This is just a smali selection 
from our range of 1500 tities 

A BUGS LIFE: ACTION GAME .24.99 

ACTUA SOCCER 3 .23.99 

AGE OF EMPIRE: RISE OF ROME .19.99 

AGE OF EMPIRES 94% 23.99 

ALPHA CENTAURI 93% 29.99 

ANNO 1602 .28.99 

APACHE HAVOC 94% .24.99 

BALDURS GATE 85%.27.99 

BATTLE ZONE 93% .10.99 

BLADE RUNNER 94% .19.99 

BRIAN LARA CRICKET 2 .22.99 

BROKEN SWORD 2 92% .27.99 

BROKEN SWORD 90% .9.99 


TRY THESE FOR FUN 


DANCE EJAY . 

.22.99 

DOGZ 3. 

.17.99 

RUGRATS: PRINT SHOP . 

.19.99 


CAESAR3 3Dfx91% 24. 

CARMAGEDDON (RATED 15) 95% ..,.11, 

CARMAGEDDON 2 92% .29, 

CHAMPIONSHIP MANAGER 2 1997/98 90% 17. 

CHAMPIONSHIP MANAGER 3 93% 24, 

CHESSMASTER 6000 .27, 

CIVILISATION 2 ULTIMATE COLLECTION ...23. 

CIVILIZATION: CALL TO POWER .30, 

COLIN McRAE RALLY 93% .21, 

COMMAND & CONQUER: TIBERIAN SUN ...32. 
COMMANDO’S: BEHIND ENEMY LINES 87% 27. 

COMMANDO’S: DATA CD .17. 

CURSE OF MONKEY ISLAND 94% 21. 

DARK FORCES 2 - JEDI KNIGHT 

& DATA CD DOUBLE PACK 94% .22. 

DARK OMEN 91% 12. 

DELTA FORCE .30. 

DESTRUCTION DERBY 2 86% .14. 

DIE HARD TRILOGY 93% .13. 

DOOM TRILOGY-THE DEPTHS OF DOOM 10. 

DUKE NUKEM 3D (RATED 18) 93% .11 

DUNE 2000 .17. 

DUNGEON KEEPER GOLD .13. 

EUROPEAN AIR WAR 87% .28. 

F22 - ADF 93% 24. 

FA PREMIER LEAGUE FOOTBALL MGR ...26 

FALCON V4.0 .27, 

FALLOUT 2 86% .27. 

FIFA SOCCER 99 92% .26, 

FLIGHT SIM 98-h WORLD OF FLIGHT .37, 

FLYING CORPS GOLD 92% .17, 

FORMULA 1 97 92% .9. 

FORMULA 1 GRAND PRIX 2 95% .10, 

FORSAKEN 95% 9, 

GANGSTERS: ORGANISED CRIME 88% ...28. 

GET MEDIEVAL .17. 

GEX3D: ENTER THE GECKO 82% .12, 

GRAND PRIX LEGENDS 93% 25, 

GRAND THEFT AUTO (RATED 18) 92% .15, 

GRAND TOURING .18. 

GRIM FANDANGO 95% 29. 

HALF - LIFE (HALF LIFE) 95% .28. 


LULA-VIRTUAL BABE.12. 

MAGIC THE GATHERING.11. 

MASTER OF ORION 2 92% .13. 

MECHWARRIOR 2 92% .9. 

MONKEY ISLAND ADVENTURE PACK .28. 

MORTAL KOMBAT 4 16. 

MOTO RACER 2 .30. 

MOTOCROSS MADNESS.29. 

MOTORHEAD90% .12. 

MS COMBAT FLIGHT SIM + £10 CASH BACK 29. 

MYST (SPECIAL EDITION) .17. 

NEED FOR SPEED 3: HOT PURSUIT 80% 29. 

NHL ICE HOCKEY 99 29. 

ODDWORLDS: ABE’S ODDYSEE 92% 

ODDWORLDS2: ABE’S EXODUS 90% .22. 

OPERATIONAL ART OF 

WAR -H EASTERN FRONT 92% .24. 

PERFECT GRAND PRIX: TRACK PACK 98 12. 

POPULOUS: THE BEGINNING 93% .29. 

PREMIER MANAGER 98 .12. 

PREMIER MANAGER 99 .19. 

PRO PINBALL BIG RACE USA .16. 

QUAKE 2 97% .17. 

QUAKE RESURRECTIQN PACK .10. 

RAILRQAD TYCQON 2 90% .26. 

RAINBQW SIX (TOM CLANCY) 85% .23. 

RAINBOW SIX DATA CD: EAGLE WATCH ...13. 

RESIDENT EVIL 2 25.: 

ROLLERCOASTER TYCOON .28.1 

RUGRATS: ADVENTURE GAME .21.: 

SENSIBLE SOCCER 2000 91% .14.' 

SENTINEL RETURNS 90% 10.: 

SETTLERS 1 .9.: 

SETTLERS 2 GOLD & SEVEN KINGDOMS 

QFTTI PRc; oq 

SHADOWS OF THE EMPiRE 88% ^’^2; 

SHOGO 92% 24. 

SIM CITY 3000 30. 

STAR TREK: KLINGON HONOUR GUARD ...19. 

STAR WARS: BEHIND THE SCENES.15. 

STAR WARS: ROGUE SQUADRON .27. 


.99 


MICROSOFT UTILITIES 

MICROSOFT ENCARTA 99 38.99 

MICROSOFT PLUS! 98 .38.99 

MS WINDOWS 98 UPGRADE .78.99 


CLIP ART UTILITIES 


BRODERBUND 125,000 CLICK ART ... 

.35.99 

COREL DRAW 8.0 . 

. ...169.99 

COREL GALLERY MAGIC 65,000 . 

.19.99 


HERETIC 2 90% .29.99 

HEXEN 2 94% .9.99 

INCUBATION DATA CD - WILDERNESS ...13.99 

INTERNATIONAL CRICKET CAPTAIN .22.99 

JONAH LOMU RUGBY 80% .10.99 

KING’S QUEST - MASK QF ETERNITY 89% 29.99 

KNIGHTS & MERCHANTS 85% .27.99 

LINKS 99 28.99 

LULA - THE SEXY EMPIRE 89% 16.99 


STAR WARS: X-WING ALLIANCE .30. 

STAR WARS: X-WING VS TIE FIGHTER 95% 19. 

STARCRAFT DATA CD: BROQD WAR .17. 

STARCRAFT DATA CD: INSURRECTIQN ...14. 
SUPERBIKES WORLD CHAMPIONSHIP 91%29. 

SYNDICATE WARS 95% . 

TEST DRIVE 5.29. 

THE CHOSEN (BLOOD 2) 90% .28. 

THE GOLF PRO 2 - WENTWORTH 90% .16. 

THEME HOSPITAL .13. 

THEME PARK 95% .12. 

THIEF: DARK PROJECT .28. 

TOCA TOURING CARS 86% .19. 

TOCA TOURING CARS 2 .21 

TOMB RAIDER 95%.13. 

TOMB RAIDER 2 94% .21 

TOMB RAIDER 3 .28. 

TOTAL ANNIHILATION DATA CD: 

THE CORE CONTINGENCY 87% .18. 

TOTAL ANNIHILATION 94% .13. 

TRANSPORT TYCOON -i- EDITOR 90% .10. 

ULTIMATE SOCCER MANAGER 98 

& DATA CD DOUBLE PACK .23. 

ULTIMATE SOCCER MGR 98 UPDATE CD 14. 

UNREAL 95% .17. 

WAR OF THE WORLDS 82% 26. 

WARGASM93% .28. 

WESTERN FRONT .25. 

WING COMMANDER PROPHECY GOLD 88% 13. 

WORLD WAR 2 - FIGHTERS (JANES) .30. 

WORMS ARMAGEDDON .24. 

X-FILES: THE GAME 88% 26. 


16 MB Creative 3D2 
Banshee Voodoo II 
Graphics £96.99 


Internal 56K PCI 
Voice/Fax/Modem 
£24.99 


There has never 
a range like 


BOOKS 


AGE OF EMPIRES: INSIDE MOVES .15.49 

C&C: RED ALERT OFFICIAL GUIDE .17.99 

CORELDRAWS: THE OFFICIAL GUIDE ...19.99 

FINAL FANTASY 7 OFFICIAL GUIDE .13.49 

HALF-LIFE OFFICIAL STRATEGY BOOK ...14.99 

IDIOTS GUIDE TO WINDOWS 98 .13.99 

MS FLIGHT SIM 98 BOOK: INSIDE MOVES 14.99 
PC’s FOR BEGINNERS. Includes CD ROM 21.99 

SR BOOK OF 3001 CHEATS .3.99 

TOMB RAIDER 2 OFFICIAL GUIDE .9.99 

TOMB RAIDER 3 OFFICIAL GUIDE .9.99 

X-FILES OFFICIAL STRATEGY GUIDE .14.99 

PC CONTROLLERS 

GRAVIS 

GAMEPAD PRO .19.99 

10 programmable buttons with 
built-in two player connector 

MS SIDEWINDER 
GAME PAD ...25.99 
8 programmable buttons, 8 
way hat switch, trigger button, 
throttle wheel 


SAITEK CYBORG 
3D JOYSTICK ...34.99 

Fully programmable 3D 
digital joystick 

GRAVIS 
XTERMINATOR 


GAMEPAD ...29.99 

6 fully programmable buttons, 8 way digital ^mW 
directional pad, 2 digital triggers for instance m/w 
response and built in 2 player connector 

SAITEK R4 RACING 
WHEEL & PEDALS 69.99 

User adjustable self 
centering torque for realistic 
road feel, ratio digital 
technology for faster and more 
acurate driving plus selectable 
wheel height, selectable gear or shift 
stick pedals. Complete with footpedals 

ALFA QUAD 2 PLAYER JOYSTICK ADAPTOR 16.99 

INC 
VAT 

10 FORMATTED 2HD 3.5” DISKS .4.99 

10 UNBRANDED CD-RECORDABLE .11.99 

10 VERBATIM CD-RECORDABLE .13.99 

50 UNBRANDED CD-RECORDABLE .45.99 

100 MB IOMEGA ZIP DRIVE CART .10.99 

GENIUNE MANUFACTURER INK CARTS 

BLACK - EPSON 700/500/400 .18.99 

COLOUR - EPSON 6000/800/600/400 .18.99 

BLACK - HP DESKJET 560C/540 .21.99 

COLOUR - HP DESKJET 560C/550C/540 ...22.99 

BLACK - HP DESKJET 690C/600 .21.99 

COLOUR - HP DESKJET 690C/670C/600 .. .22.99 

BLACK - CANON BJC 240/210/200/100 .15.99 

COLOUR - CANON BJC 240/210 .17.99 

BLACK - CANON BJC 4650/4300/4200 .8.99 

COLOUR - CANON BJC 4650/4550/4300/4200 .14.99 

INC 
VAT 

2 X 8 MB 72 Pin EDO SIMM .23.99 

2 X 16 MB 72 Pin EDO SIMM .56.99 

2 X 32 MB 72 Pin EDO SIMM .106.99 

16 MB 66 Mhz 168 Pin DIMM SDRAM .22.99 

32 MB 66 Mhz 168 Pin DIMM SDRAM .39.99 

64 MB 66 Mhz 168 Pin DIMM SDRAM .69.99 

64 MB 100 Mhz 168 Pin DIMM SDRAM .74.99 

128 MB 100 Mhz 168 Pin DIMM SDRAM . ..139.99 
100 Mhz DIMMs will only work with P350 or higher 


PC CONSUMABLES 


RAM 


FORMUU1 FANTASY 99 ■ £5000 IN PRIZES - F1FANTASY.COM 


BEST RAM PRICES 


l.( 0 M 

Prices include VAT & Carriage! 


or 
Camh 
£7.99 


DOWN BY UP TO 

60X 

PRINTERS 
SCANNERS 
SOUND CARDS 
TV/VIDEO CARDS 
GRAPHICS CARDS 
INTEL CPU’S 
MOTHERBOARDS 
CD ROM & DVD 
CD RE-WRITERS 
HARD DRIVES 
ZIP DRIVES 
USB & LEADS 
NETWORKING 
SOFTWARE 
DVD FILMS 
BOOKS 

CONSUMABLES 

CONTROLLERS 


Special 

Reserve 

Live (S) kttjo:// 
spediiLreserve.co.uk 


OR FAX 01279 322 322 
OR ORDER ON-LINE AT 


huge priies 
4000 (heats 


reviews 


release dates 


downloads 


midi files 


400.000 


Reserve 


Established 11 years, 
market leaders, vast 
stocks, lowest prices and 
we only sell genuine UK 
products. That’s why over 
people have joined Special 
the biggest games club in the 

Annual membership at £6.99 (UK) includes: 

Massive savings all year on our huge range. 

10 Colour Club Magazines packed with savings. 
FREE Special Reserve Book of 4000 Cheats. 
FREE Guide to Best Free Internet Access. 

AND choose from 17 GREAT FREE GIFTS 

(full list of Gifts on 01279 321 321 or at UKGAMES.com) 


Free immediate cheque clearance 

Special Reserve 

PO Box 847, Harlow, CM21 9PH 


MAXXCE400 .799.99 ...sloSI 

6.4 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX4Dce400 ...999.99 ...85i.o6 

8.6 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX4DP2350 1099.99 ...936.16 

8.6 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX4DP2400 1 299.99... 1106.37 | 

12.7 GB U-DMA Hard Drive, 128 MB DIMM 

MAXX4DP3450 1 499.99... 1276.59 

12.7 GB U-DMA Hard Drive, 128 MB DIMM 

MAXX4DP3500 1 699.99... i446.8o 

12.7 GB U-DMA Hard Drive, 128 MB DIMM 


Staggering Specs! 


T Genuine Intel CPU & Chip Set 
8GBerl2GBU‘UMAMve 
i 64 MB or 128 MB UUm mm 
^16 MB Veedee II Banshee 


3D2+DVD+4D=:4I» 


ill 0 % 


Special Reserve 
Discount Shops 

All our shops have PC Upgrade 
& Repair Facilities. 

£12 to Fit or £30 to Fix or Configure. 
Prices listed here are for mail order 
but you can buy in store for just a few 
quid more. We’ll beat any locally 
advertised price by a full £2. 

It’s easy to park 


209/213 St Mary’s Lane, UPMINSTER, ESSEX. 

2 miles from junction 29 of the M25. Opposite 
Somerfield Supermarket. 01708 225544 
43 Broomfield Road, CHELMSFORD, ESSEX. 
Just around the corner from the 
bus station. 01245 348777 
164 Derby Road, STAPLEFORD, NOTTINGHAM. 
2 miles from junction 25 of the Ml, near Kwik 
Fit and Pizza Hut. 0115 9491000 
351 Gloucester Road (A38), BRISTOL. 

1 '/^ miles from the City Centre and just up 
from Kwik Save. 0117 924 5000 
168 High Street, EGHAM, SURREY. 

Near Windsor and Staines. Just 1 mile off 
junction 13 on the M25. 01784 473444 
The Mailings, Station Road, 
SAWBRIDGEWORTH, HERTS. 

Not far from the Mil, over the road from the 
train station. 01279 322 399 


B 15” Adi Monitor with 2-Year 

Microsoft Windows 9$plus Works4.S . MikM ' ' 
f Unreal A Interning 40 Gom^ 

20 Flayabte Top-Game Demo’s 

Please telephone 01279 321321 and ask us to send you full details of the 
MAXX range. Also ot http://speclal.reserve.co.uk A at the Club Shops. 


Pqrin IRMonthsI 

M iig poNhaMi Mrihgi tvif 

£200 

10% deposit, no more to pay for 12 months and 
no interest, subject to status. You can buy 
anything from our catalogue or shops this way. 

0% APR if paid in full after 12 
months or 29.8% APR 
f extended loan. 

See Club Mag for details. 

Inevitably some products listed may not yet be available and prices may change - please phone. SAVE = Saving off full recommended price. Sent to press 10/03/99 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve. The Mailings. Sawbridgeworth. Herts CM21 9PG. 















































































































































































































© Infogrames United Kingdonn Limited 1999. All rights reserved. 
Silver is a trademark of Infogrames United Kingdom Limited. 


RIGHT SIDfi 
ef V^NGCANCC 

IS cemiNG. 

^...Europ«'s answer to ^...redefining 
Final Fantasy VII*' the RP6 genre* 

91 %^ 90 % 


TOTAL CONTIOL 


GAMER 




euT New! 

PC CD Rem 

www.silver-game.com 


INFOGRAMES 














